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Mystical Morgan meditates on a magical mantra, every inch 
the dandy in ruffled crepe shirt (Karma Pyjamas, 
£55) and deckchair-patterned blazer (An 
Englishman Abroad, £278), while his levitating legs 
luxuriate in a pair of Tarquin Drainpipe's Classic 
Cords. 

The Inspiration: Magic Carpet, from Bullfrog, 
an award-winning strategy-packed Persian fantasy 
for the Playstation. Amass a vast armoury of potent 
spells and battle hordes of deeply 
uncool monsters as you seek to 
prevent the cosmos collapsing 
into chaos. 

Wizard. 
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Magic Carpet 

by 

Bullfrog Productions. 


O 

Computer Software Game of the Year 
Game of the Year, Germany 
Game of the Year, France 
Most Original New Title 
Developer of the Year 
Innovation Award 





Also available from Bullfrog Productions 



Magic Cor pot. K.-Octane and Thome Park ore trademarks of Bullfrog 
Productions Ltd • Bullfrog and the Bullfrog logo ore registered trademarks of 
Bullfrog Productions Ltd* PlayStation is a trademark of Sony Computer 
Entertainment Inc. * Awards listed pertain to Magic Carpet PC CD-ROM 














COVER STORY 

DIE HARD TRILOGY: 

The first made international stars of Bruce 
Willis and Alan Rickman. The second made 
you wonder if airport security was a contra¬ 
diction in terms, and the third provided 
Jeremy Irons with one of his best roles in 
years. We are referring to, of course, the 
superb Die Hard movies and now Fox 
Interactive have joined forces with Probe to 
develop Die Hard Trilogy , the game. 
PlayStation Plus investigates... 


MAG C CARPET 


The PlayStation version of 
Bullfrog's PC classic soars in 
for our exhaustive review, j 


ADIDAS POWER SOCCER: 66 

Be any British or German team you want. Or 
French, if you're really tragic. 


PRIMAL RAGE: 70 

Big bad dinos beat up on big bad farting 
monkeys. Charming. 


THE NEED FOR SPEED: 74 

Roar along in your dream machine, leaving 
new skid marks on the road. 


BRAINDEAD t3: 76 

Cartoon frolics as you escape the castle of 
death. Disney would turn in his urn. 


STREET FIGHTER ALPHA: 78 

Kick, claw, jump and thump your way to vic¬ 
tory in this superb PAL conversion. 


IMPACT RACING: 80 

Zoom along, collecting power-ups and blow 
the opposition off the highway. 


NAMCO MUSEUM 2:84 

A second selection of blasts from the very 
dim and distant past. 




MAGIC CARPET: 56 

Heads down chaps, the Wyvern aproaches! 
The what? 


WING COMMANDER III: 62 

Can Blair and Hobbes stop the Terran 
Confederacy falling into Kilrathi paws? 
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WIN A SONY SOUND SYSTEM 

Vic Tokai celebrate the release of its smart 
science fiction beat 'em up, Criticom, by giv¬ 
ing away a cool Sony Cubic stereo system 
complete with compact disc player, graphic 
equaliser and synthesiser tuner. Additionally 
there are 15 Sony joypads to give away, and 
all you have to do to win is answer a couple 
of simple questions. 


FORMULA 1-RACING FOR REAL 

For all the racing games on the PlayStation, 
we've still yet to see a serious simulation. 
Psygnosis attempts to fill the gap with a 
Formula One game featuring some of the 
most realistic track and car simulations seen. 
PlayStation Plus goes behind the scenes to 
interrogate the team behind the develop¬ 
ment, and to look at some of the techniques 
being used to bring this adventurous project 
to the Sony wonder machine. 

YOU GOTTA TROLL WITH IT: 

Is it true that people who play Dungeons and 
Dragons are bespectacled, anorak-wearing, 
social misfits who OxylO would love to 
employ as models? Mindscape are setting 
out to prove this is a misconception as 
Warhammer: Shadow of the Horned Rat pre¬ 
pares to initiate a whole slew of role-playing 
games for the PlayStation. PlayStation Plus 
talks to Mindscape to discover its plans for 
this unique genre of gameplay. 




DIE HARD TRILOGY: 18 

McClean leaps from tower blocks, to airports 
and then New York, Probe style. 

ARCADE CLASSICS: 28 

Exploring Williams' conversions of their 
golden oldies to PlayStation heaven. 

SAMPRAS EXTREME: 32 

One of the world's best tennis players shows 
you how to win Wimbledon. 

TRACK AND FIELD: 34 

As the Olympics loom, Konami get into the 
spirit of '96. 

BLAM: MACHINEHEAD: 36 

A dark, mutated future where our hero wears 
bondage gear. 

TOP GUN: 38 

You don't get Nicole Kidman, but you could 
be Tom Cruise for a few hours. 


DEADLY SKIES: 40 

Take off into the wide blue yonder ■ 
vapourise everything you meet. 


and 


KONAMI LINKS: 42 

The next entrant in the 'I'm a golf sim for the 
PlayStation' contest says hello. 


REGULRRS 


NEWS: 6 

GT announces Mortal Kombat Trilogy. The 
PlayStation Plus coverage begins here. 

IMPORT ROUND-UP: 88 

Aerial dogfights, giant Japanese robots are 
among the latest overseas arrivals. 

TIPS: 92 

How to defeat the Sectoids in X-Com or enter 
Club Doom - the truth is in here. 

PLUS POINTS: 112 

Your views and opinions on the PlayStation, 
the games and PlayStation Plus. 


ONE TO ONE 


THE PATRON SAINT OF PLAYSTATION: 14 

The first in a new, regular interview section 
of PlayStation Plus. Phil Harrison, Sony's 
Communications Director, 
was one of the men 
behind the develop¬ 
ment of the 
PlayStation. He talks 
to PlayStation Plus 
exclusively about the 
console, the games, 
and his personal philoso¬ 
phy of the market. 
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K eeping with the current 
trend of 'Trilogy' games 
for the PlayStation, GT 
Interactive have con¬ 
firmed plans for a CD containing 
all three Mortal Kombat games 
for the Sony machine. The CD is a 
result of their on-going relation¬ 
ship with Williams which has 
yielded the incredibly successful 
Doom conversion, and the Arcade 
Classics compilation (previewed 
on Page 28). 

The Mortal Kombat series 
appeared in the UK's arcades in 
1989, when the Street Fighter 
bug was at its most feverish. 
Boasting six characters, and the 
first game to offer finishing 
moves — 'Fatalities' — to bloodily 
dispatch your defeated oppo¬ 
nent, the Mortal Kombat coin-op 
was a huge success. Needless to 
say, a sequel was scheduled, and 
in 1992 Mortal Kombat coders. 


John Tobias and Ed Boon, collab¬ 
orated to unveil what is arguably 
the best of the series — the 
unimaginatively-titled. Mortal 
Kombat II. The sequel sported a 
dozen characters, expanded 
upon the first game's scenario, 
and bolstered its range of finish¬ 
ing moves by adding Babalities 
and Friendships (where charac¬ 
ters were reduced to babies or 
offered gifts) to the Fatality list. 
A year later, the third appeared 
and Sony sealed something of a 
coup by securing lock-out rights 
which precluded other 32bit con¬ 
sole versions from appearing for 
six months. Ironically, at this 
point Acclaim's proposed 
PlayStation version of MKII was 
shelved, and while the release of 
MKIII was the given reason we 
can't help wondering if GT 
Interactive's compilation was the 
final nail in its coffin. 


GT are remaining silent as to 
who will be handling the coding 
duties, but the chances are that 
Williams will do the deed — with 
the Acclaim MKII code reputedly 
less than spectacular, implying 
they will start from scratch. 

What most people will want to 
know, however, is whether the 
version of MKIII featured on the 
Trilogy CD will be an update of 
the Sony code. It seems unlikely 
Sony will allow their game to be 
bundled, so it could be that Play¬ 
Station owners benefit from a 
version of Ultimate Mortal 
Kombat after all — a bonus, as the 
Ultimate up-date boasts even 
more characters, including 
Mileena making a return from 
MKII, and the much-touted 
Ermac sprite. A definite release 
date has yet to be set, but expect 
Mortal Kombat Trilogy to appear 
around Christmas time. 




but this is the provisional line up for April. 

MICKEY'S WILD ADVENTURE 

At long last, Disney's mouse makes his 
PlayStation debut. An average platform 
game which looks stunning. Awarded 66% in 
PlayStation Plus Issue 5. 


we know the same games keep appearing 

ALIEN TRILOGY 

Acclaim's superb 'Doom meets Ridley Scott' 
game may not be as fast as the Id classic, but 
it has gameplay and atmosphere in spades. 
Awarded 93% in PlayStation Plus Issue 6. 


DESCENT 

Interplay's stunning 3D game has also been 
delayed, but finally makes it on to the Sony 
machine boasting a stunning link-up mode. 
Awarded 90% in PlayStation Plus Issue 4. 


















MIDNIGHT RUN 

K onami have announced they are to confirm 
their road-race coin-op. Midnight Run, to 
the PlayStation. A welcome return to the 
coin-op field for Konami, Midnight Run is a 
fast-paced racer with the player roaring through 
city after city in their sports car. The action is very 
similar to that of Namco's Ridge Racer, but the 
graphics are considerably more detailed and, as a 
result, the action flows more fluidly. The Play¬ 
Station conversion is in its embryonic stages at 
Konami's Japanese R'n'D centre, but is expect to 
roar in for release in time for Christmas. 



( NBA LIVE '96 ) 


F rom the same Canadian team that brought us 
FIFA '96, comes EA's latest game to feature 
their Virtual Stadium technique: NBA Live 
'96. With the same rounded player sprites, 
NBA Live is very similar to FIFA in appearance, and 
EA claim that their game concentrates on playability 
as opposed to motion-capture and aesthetics - 
with the Virtual Stadium system allowing the game 
to be viewed from most angles. In terms of content, 
everything an NBA fan could want is there, with 
dunks, slams, a full roster of NBA teams and three- 
pointers galore available. The code is currently 80% 
complete and, while it doesn't hold a candle to the 
Konami and Sony games in terms of appearance, it 
does play quite well. A review is scheduled for the 
next issue. 





r 


STREET FIGHTER ALPHA 

Virgin's PAL code is very impressive indeed, 
with minimal slowdown or screen reduction. 
The first fruits of the Capcom deal. Reviewed 
this issue - Page 78. 



PRIMAL RAGE 

Time Warner's much-delayed prehistoric 
beat 'em up is a dated and limited affair, but 
at long last it crawls on to the shelves. 
Reviewed this issue - Page 70. 



NBA IN THE ZONE 

We know we're in the minority, but we pre¬ 
fer the Konami game to Sony's Total NBA. 
Now's your chance to see if you agree. 
Awarded 85% in PlayStation Plus Issue 6. 



* 433 ? 
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INTERNATIONAL SUPERSTAR 
SOCCER DELUXE 



I n addition to their Mortal Kombat 
Trilogy compilation, GTi has 
announced they are to release a 
PlayStation version of Williams' forth¬ 
coming WarCods coin-op — which is set to 
be unveiled in a Florida-based coin-op 
expo later this month. Although they have 
signed the game, at the time of writing GT 
knew nothing about the game's content 
or look, stating, however, that it was des- 


/nj. 




tined to 'bigger than the Mortal Kombat ' 
series. The PlayStation code is being 
developed alongside the arcade game, so 
WarGod' s release could appear within the 
next four months. Pictures and further 
details as they become available. 


A fter months of speculation, 

Konami have confirmed they will 
be converting the superb 
International Superstar Soccer 
Deluxe to the PlayStation. Disappointed 
with Goalstorm's reception, IISDX offers a 
more complete game of football, with 
large sprites capable of all the moves of 
the real sport. The Super NES cart is 
already regarded as one of the greatest 
games available for the machine, and 
Konami are promising to remain faithful to 
the original code, but will also up the 
16bit game's occasionally sluggish speed. 
There's no release date as of yet, but 
PlayStation Plus eagerly awaits this poten¬ 
tially brilliant conversion. 


C WARCODS 


ARCHER GOES TO VIRGIN 


V irgin Interactive 

Entertainment has 
signed a major world¬ 
wide publishing deal . 
with 'gaming guru' Archer 
MacLean. MacLean made a 
name for himself with, amongst 
others things, ground-breaking 
3D snooker and pool games in the 
early nineties, as well as classic 8-bit titles 



from yesteryear, such as Dropzone. A 
man known to prefer working alone. 
Archer is acknowledging the 
demands of the new formats and 
the scale of the work in progress 
buy assembling a full team - to be 
known as Awesome Developments 
- to work on future projects. The 
first title to be born of this agreement 
is set for early 1997. 


( ATLANTA OLYMPIC 96 


o be released alongside their 
forthcoming Olympic Soccer game, 
US Gold is in the process of 
putting the finishing touches to 
their Decathalon-style Atlanta Olympic '96 
licence. The only graphics we have seen so 
far have been rendered illustrations of 
each of the events, and these include dis¬ 


cus, swimming, javelin, and long-jump. 
The final in-game graphics are claimed to 
be as detailed as these renders but we're 
a little bit dubious to say the least. With 
Virgin's Decathalon on the cards, US 
Gold's official licence also finds itself on 
the starting block alongside Konami's 
Track'n'Field for a July release. 




OVERKILL 

P repared for a July release, Konami's 
Overkill is shaping up very nicely 
indeed. Destined to grace the cover of 
next month's PlayStation Plus, Overkill is 
a 3D shoot 'em up which mixes strategic over¬ 
tones with wanton destruction. The game is 
under the supervision of Konami's US develop¬ 
ment team, and spans a number of scrolling, 
isometric stages. Assuming the role of one of 
four mercenaries, the player is dropped into the 
stages with a handful of ammo and left to bat¬ 
tle their way to the exit. The beauty of 
Overkill's gameplay, however, is that it is decid¬ 
edly non-linear. If the player wishes, they can 
sneak in and surreptitiously kill their foes one at 
a time, or run in guns-ablazing and expect to 
lose loads of energy. Similarly, the player's 
weapons run along the same lines, with pre-pro- 
grammable bombs used to track foes and deto¬ 
nate on contact, and bullets which ricochet 
around corners - and the gore count is high 
enough for anyone gagging for Resident Evill 
We have exclusive behind the scenes informa¬ 
tion and interviews with 
the Overkill team next 
issue, so join us then 
for an in-depth 
look at what 
could be the 
most innovative 
title of the year. 




TRANSPORT 

TYCOON 



F ollowing on from the phenomenal success 
of Transport Tycoon on the PC, MicroProse 
has announced it will be converting the 
popular 'God' game to the PlayStation. 
The objective of the resource management sim is 
to to build your own tiny transport company into 
a lucrative business, with road, rail and air links 
that stretch around the globe. The game retains 
the detailed 3D-isometric view of the PC origi¬ 
nal, but also features a brand new 3D view that 
allows players to scroll around and look at the 
scenery from virtually any angle. MicroProse 
insists that Transport Tycoon will also be modi¬ 
fied to suit the PlayStation joypad. 

Released in the spring, we'll be 
previewing Transport Tycoon 
next month. 


8 
































( ACCLAIM BET PINBALL ) 


M oments before we went to 

press Acclaim announced that 
it is now to publish Pro 
Pinball: The Web, not Empire 
Interactive as stated in last month's pre¬ 
view. Acclaim snapped up the rights to 
The Web just as it is nearing completion, 
with just a handful of rendered intro 
sequences and cutscenes to be added. 

Due to be finished within weeks. Acclaim 
is hoping to release Pro Pinball: The Web 
some time in May. So, expect a full review 
in next month's PlayStation Plus. 

( HARDBALL 5 ) 

T he PlayStation's already impres¬ 
sive list of sports simulations is 
about to be boosted with Time 
Warner's Hardball 5- the first 
baseball game yet seen on the Sony 
machine. Having done the rounds on the 
PC scene, the PlayStation version of 
Hardball 5 has profited from improved 
graphics, enhanced gameplay, and with 
new 'closest-to-the-plate graphics'. 

Players can chose to play in any of the 28 
stadiums available, selecting team players 
from the 700 MLBPA members on offer. 
Alternatively, you can chose to play with 
12 authentic all-time legendary teams in 
12 old-time stadiums. Between actual 
games - where the player has to quickly 



deal with each aspect of baseball from 
sending the runnerto managing the 
bullpen - you are called upon to build 
and manage a complete 40-man roster 
through a full 162-game season. This 
management element will include player 
trading, analysis of tendencies, streaks 
and slumps. Watch out for more news in 
early April. 


f WARNER GET ^ 
l_ PO'ed J 



C ompanies 
are forev¬ 
er creat¬ 
ing trade- 
marked phrases 
that mean very lit¬ 
tle to you and I... 
and here come 
Time Warner, with 
a game that fea¬ 
tures "Infinite 
Directional 
3D Play™". 

PO'ed is a 3D, 
first-person shoot¬ 
ing game, where the player gets to travel through a 
vast world of alien enemies, killing everything. A 
jet-pack is also to be found, allowing the player to 
fly through the levels, while over ten weapons can 
be collected and utilised, ranging from rocket 
launchers to industrial-sized power drills. Using the 
aforementioned Infinite Directional 3-D Play (er... 
oh yes,'™') the player can rotate, travel in any 
direction they chose, and even look up and down as 
they progress through the 25 texture-mapped lev¬ 
els on offer. 

Another promising option is the Missile Cam 
which, unsurprisingly, allows the user to ride on the 
nose of the weapon, steering it through the various 
areas to get baddies from distance. Look out for 
more in April. 
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YOUR COVER-MOUNTED SCRATCHCARD 

Attached to the front of this issue of PlayStation 
Plus is a scratchcard which could win you one of 
1000 memory cards direct from Sony. If, for any 
reason, your magazine has been sold to you with¬ 
out a card affixed to the front, we will be more 
than happy to scratch a card on your behalf. If 
you find your scratchcard missing, call the EMAP 
Images' offices on 0171 972 6700, and ask for 
the Marketing Department. Explain your lack of 
card, and our marketing will scratch a card on 
your behalf telling you instantly if you have won. 
Please note that a list of all callers will be kept 
and you will be asked for your name and address, 
and a question regarding this issue of the maga¬ 
zine to verify your entry. Please do not call the 
editrorial office as we are unable to help you. 
Thank you. 


G T Interactive has signed 
up Mayhem , the latest 
game from Cheshire- 
based coders Mirage. 
The company, best known for its 
recent robot beat 'em up Rise 2: 
Resurrection , has been working 
on the project for well over a 
year and from the initial screen- 
shots that have emerged, it 
looks as though the time was 
well spent. The game is similar in 
vein to Bullfrog's Syndicate, 
albeit with chrome-covered com¬ 
bat droids going gung-ho in the 
cyberpunk cityscape rather than 
life-like cyborgs. Although a firm 
release date has yet to be fixed. 
Mirage and GT are confident 
that Mayhem will be one of the 
most exhilarating blasts to grace 
the PlayStation. 


M icroProse joins the 
scramble for pole 
position with its 
super-fast racing 
game. Track Attack. Boasting 
hard-core arcade driving and 
destruction, the game is set in 
the not-so-distant future where 
mercenary road warriors battle 
for fame and fortune. Resem¬ 
bling the archaic Atari coin-op 
Road Blasters, Track Attack pits 16 
cars against one another, each 
armed with machine guns, mis¬ 
siles and other deadly weaponry. 
The 13 tracks were created using 
MicroProse's Dynamic Track 
System, which changes the cir¬ 
cuit as the cars speed around it. 
The slick 3D graphics are 
brought to life with detailed tex¬ 
ture-maps complete with light¬ 
sourcing, while Q Sound has 
been included to add another 
dimension to the audio. Best of 


WIN! MANGA 


VIDEOS! 


WIN!^H 
ASCIIPADS! 


E lectronic Arts continues 
its 3DO-to-PlayStation 
conversions with Psychic 
Detective , an interactive 
movie packed with full-motion 
video and, if past games of this 
type are anything to go by, very 
little gameplay. The game is an 
interactive comedy thriller in 
which the player slips into the 
shoes of psychic extraordinaire 
Eric Fox, who must solve murders 
and such like using his paranor¬ 
mal powers. Rather than follow¬ 
ing a completely linear plot, the 
storyline branches out at key 
points during the game, so 
there's loads of different ways to 
uncover the mystery of the gar¬ 
rotted geezer. Psychic Detective 


( TRACK ATTACK ~) 


Manga have yet more 
animated movies on 
the way, and though 
most are far too saucy 
to give to your children, 
we've managed to find a 
couple that aren't too 
pornographic (I know, 
sorry) and arranged for 
five lucky readers to win a 
copy of Goshogun: The 
Time Stranger and Giant 
Robo part 1. All you need to 
do to win these superb new 
titles is answer the following 
question and then pop your 
answers, along with your 
name and address, on the 
back of a postcard 
addressed to: MANGA 
COMPO (April), PlayStation 
Plus , EMAP Images, Priory 
Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 


Q. Which Bio-boosted 
Manga hero was recent¬ 
ly transformed from a 
brilliant animated 
series into a really 
crap, straight-to- 
video film? Normal 
rules apply. 


arrived just too late for 
review this issue, but will 
receive the PlayStation Plus 
treatment next month. 


Now I can personally vouch for these excellent 
pads, as they've turned my Street Fighter Alpha 
games around! Anyway, thanks to those nice 
people at Infogrames we've got FIVE pads to 
give away, and all you have to do to win is answer 
the following question: 


Q. What is the name 
of the hidden 
trainee character in 
Street Fighter Alpha! 
Answers on a postcard 
to the usual address. 
Normal rules apply. 


^353 


all is the link-up option, mak¬ 
ing Track Attack another bril¬ 
liant two-player game to burn 
away the midnight oil with. 

It's not due until the summer 
though, so for now you'll have 
to keep on Deathmatching 
with Doom. 


















PlayStation 


Do not adjust yotir horizontal hold. 450 frames of GEX 
animation, CO-quality sound and hand-rendered backgrounds. 


Advance thru different worlds like Indiana Joneiville and 
Frank N. Steintown. (Legal weasels require we be vague.) 


It’s GEX. your bug munching 


tongue-lashing alter-ego. Oh .yeah, we got 
Hungry-Man portions of pop-culture 
cheese all right. With late night TVfreaks 


Try jumping, tail-whipping & face-sticking to discover 
secretlevels/bonus stages that only Irv in Engineering knows about. 


Electronic Gaming Monthly “Editors’ Choice Gold Award’ 
Diehard Gamefan “Character of the Year” 


hilarious one-liners and sound effects 


from HBO comedian Dana Gould—that give 

GEx major attitude .So ferget about 
good taste. And go with the skanky hug 


Sega Saturn™ 

and the 

PlayStation™ 

game console, 


du jour instead, 


©1995 Crystal Dynamics. All rights reserved. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc.HBO is a registered service mark of Time Warner Entertainment Company, L.P.. 
Distributed by BMG Interactive Entert^ment International, a unit of BMG Entertainment. Bedford House, 69-79 Fulham High Street, London SW6 3JW. Please Contact yOUf local BMGie Office for further details. 






, 

'|SH| 












COMPETITION 




12 



COlimi Of VIC TOKAI 



* 

V* 


THE QUESTIONS 


1. Which of these is not a Criticom 
character? 

A. Demonica 

B. Nina 

C. Gorm 

2. What was the Sony ^ 

Walkman originally going to be 
called? 

A. Stowaway 

B. Walk V Bop 

C. Tunearound 


3. Which of these is not a 3D fighting 
game? 

A. Tekken 

B. Street Fighter Alpha 

C. Criticom 


Please ensure entries are 
received by 25th April. Multiple 
entries will be disqualified. 


PIUS 15 SONY PLAYSTATION JOYPAOS 
EUR RUNNERS-UP 


T o mark the release of its slick 3D beat 'em 
up Criticom , Vic Tokai are giving away a 
cool Sony Cubic stereo system, complete 
with compact disc player, synthesiser tuner 
and graphic equaliser. This chrome-plated beauty 
is no bigger than a CD but still packs a meaty 
sound, boasting hefty bass boost and smart sur¬ 
round sound for that crystal clear audio experi¬ 
ence. Additionally Vic Tokai also have 15 
PlayStation joypads to give away as runners-up 
prizes, so playing Criticom on your own will now be 
a thing of the past. 

To win one of this tiny treat or indeed one of the 
joypads, check out the three multiple choice ques¬ 
tions on this pages and answer them to the best of 
your ability. Jot them down on the back of a post¬ 
card or a sealed envelope, along with your names 
and address, and send it to: Criticom Compo, 
PlayStation Plus, Emap Images, Priory Court, 30-32 
Farringdon Lane, London, EC1R 3AU. As ever, usual 
competition rules apply (see page 114 for more 
details) and the editor's decision is final. 













image is nothing, thirst is ev 


□ Bey yoUr thirst 







CONSIDERING PHIL 
HARRISON IS ONLY 25, 

HE IS ONE OF THE COM 
PUTER INDUSTRY'S MOST 
PROMINENT PERSONALI¬ 
TIES - AS SONY COMPUTER 
ENTERTAINMENT'S COMMUNI¬ 
CATIONS DIRECTOR ; HE IS PART 
OF THE SUPERHUMAN TEAM RESPON¬ 
SIBLE FOR THE ENORMOUS SUCCESS OF 
THE PLAYSTATION IN THE UK . AFTER A 
HECTIC SIX MONTHS THAT SAW 
SONY'S 32BIT MACHINE DRASTICALLY 
OUTSELL THE SEGA SATURN, HE 
REFLECTS "WHEN I PICKED UP 

the first PlayStation it 

FELT GREAT/' 




V 
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A veritable giant of a man , measuring in at a staggering 6' 4", Phil Harrison is a true game fanatic and has been 
working in the video game sector since school . After various freelance jobSj he eventually joined leading 
Commodore 64 developers System 3 as an in-house designer ; before leaving for programming team Vivid Image . 
In the summer of 1989 # Harrison entered the ranks of software publisher Mindscape . After three years to the day as 
Software Manager, he left to join fledgling company Sony Computer Entertainment Enjoying success as director of prod¬ 
uct development, he eventually became Director of Communications where he kick-started the PlayStation marketing 
machine . Now, sitting casually in the plush boardroom at the top of SCE's central London office, he looks back at what can 
only be described as a manic past six months. 



1995 has been an extremely successful 
year for Sony. PlayStation sales have 
exceeded expectations but even so, looking 
back, is there anything you would done par¬ 
ticularly differently? 

Phil Harrison: "Yes, of course. There are 
always little things that you would do with 
the benefit of hindsight. But if you look at 
the success that we've had, it's really quite 
difficult to find too much fault in it. I think 
that if you look at the people who made it 
happen from our side, everybody just did a 
super-human job; everything from sales, mar¬ 
keting, ops, finance, and development. 
Everybody was really on this for a mission, 
and you could tell the buzz in the company 
was really, really great. So no, I don't think 
there is anything specific I would mention, 
but little bits that you think r Oh well, I wish 
we'd made that brochure a bit more profes¬ 
sional but we did it in a bit of a rush', or 'that 
poster was all right but it would have been 
nice to do it better'. But nothing specific." 

Do you consider yourself as something 
of a perfectionist? 

PH: "Yes, I guess so. But it's not just me, it's 
the whole company. Not just Sony Computer 
Entertainment but Sony Corporation. That 
place has something in the air conditioning 
that makes you want to do a good job - 
something in the air conditioning that just 
says we want to provide quality. Everywhere 
you look within the company, you look at 
other people's products, you look at the lat¬ 
est television or the latest Walkman and it 
just oozes quality. And so when I held the 
final PlayStation it felt really great. It was 
like 'This is what a forty billion dollar compa¬ 
ny feels like'. You can actually pick it up in 
your hands." 

So how involved were you with the 
actual development of the Play - 
Station itself? 


PH: "I wasn't really. The hardware was all 
done in Tokyo by Kutaragi-san's group. My 
job in 1993 was to start paving the way for 
the European launch by, to use a horrible 
Americanism, evangelising the PlayStation to 
the European development community. That 
involved hosting either group meetings or 
individual meetings with leading edge devel¬ 
opers, talking them through the technology, 
telling them what it was going to be like and 
convincing them that we weren't lying and 
that it really was going to be that good. If you 

"If you look at the people 
who made the launch of 
the PlayStation happen 
from our side, every¬ 
body just did a super¬ 
human job." 

consider that although we launched in 1995, 
we finished the hardware spec in 1993, so for 
the meetings we had in late '93 and early '94 
where we were talking about the technology, 
it was almost too good to be believed. The 
reactions that we were getting were great - 
some of the greatest names in 3D in the 
European software business were going 'I 
don't think you can do that at that kind of 
price'. They were sceptical, not because they 
doubted us but because it seemed inconceiv¬ 
able that that kind of technology could exist. 
That was '93. In '94 the company grew in 
Europe, hiring programmers, artists, devel¬ 
opers, and technical support guys that could 
help the programming community make the 
most out of the machine. That then culminat¬ 
ed in '95 with the big developer conference 
in London. 


What was the first demonstration you 
saw of the PlayStation's power? 






PH: I saw a video tape in the Autumn of '93, 
and the demonstrations I saw were moving 
sprites around on-screen - just the bouncing 
ball. Then there was a demo of a texture- 
mapped screen. The texture-map was taken 
from a photograph of a glass of Coke with ice 
in it, with bubbles and drips of condensation 
on the side. You could grab this with the joy¬ 
stick and move it around, and morph and 
deform it and make it go all rippley. That was 
one of the cool ones because that was doing 
stuff that nobody had done before. And then 
of course there was the world famous T-Rex 
head, which always got people. I must have 
done three or four hundred presentations 
about PlayStation and the T-Rex got people 
every time. 


« What has been the high point for you 
|B§9 during the past six months? 

PH: "It has to be September 29th, which was 
when we launched. Standing in HMV, watch¬ 
ing people crawl up to the counter with £300 
and walk away with a PlayStation. Or in fact, 
more like £560 by the time they'd bought a 
bunch of games and memory cards, stuff like 
that. In one day we sold more PlayStations 
than HMV had sold Sega Saturns in total!" 

JgfgH It has to be said that Sony has had it 
Isifl fairly easy in as much as the 
PlayStation is outselling the Saturn. What are 
the plans to continue the success during the 
next year? 

PH: "I don't think that we've had it easy." 


n You've made it look easy. 


PH: Well thank you, but we're like a graceful 
swan going across a lake - we're paddling 
like crazy but we try to have this aura of 
sophistication about us! It is true to say that 
a stronger competitive market would have 
made things more difficult for us, so I'd be 




NONE-TO- 














-TO-ONE 




lying if I said Sega's relative weakness has 
not been a little bit to our advantage. We 
didn't set out to beat Sega, that wasn't our 
objective. We didn't square ourselves off at 
Sega as an enemy, and say 'Right, we'll beat 
them first and then go off and do something 
else'. We set an objective much further 
ahead into the future. We know where our 
business needs to get to in order to be suc¬ 
cessful, and there are inevitably small skir¬ 
mishes along the way. You have to fight with 
either market conditions, or competitive 
activity, or a myriad of factors, but we knew 
where we wanted to go and we're going 
there. So Sega weren't really part of that 
plan. In terms of '96, we've had a fantastic 
start but we're only a very small step into the 
business. We've got many, many millions of 
units to go yet, and so we are looking at the 
plans for '97 and '98 really, as to how we can 
achieve our objectives. So I think that in con¬ 
cise terms, '96 is an opportunity to grow the 
installed user base of hardware across 
Europe and around the world. We're already 
up to just under four million worldwide, and 
by March '97 we hope to put in around two 
million units in Europe. That's our objective. 



"In one day we sold more 
PlayStations than HMV 
had soldSaturns in total." 
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How big a threat do you perceive the 
Nintendo 64 as? 


PH: "It's going to be there, it's going to be 
on the radar screen. Quite when it arrives is 
anybody's guess, it could very easily turn up 
in April '97.1 think that their strength in the 
market-place has weakened somewhat, so I 
don't think that they enjoy the dominance of 
retail and software developers as they used 
to. That's going to be a struggle for them, 
but I'm not here to tell Nintendo how to do 
their job. I question parts of their strategy - 
cartridges are crazy. The consumer knows 
that CD has huge value in terms of the 
sophistication, variety and the size you can 
do with a game, and I'm not just talking 
about adding loads of video and audio to it. 
I'm talking about the variety of texture-map- 
ping and all that kind of stuff. You couldn't 
do a game like WipeOut on the Ultra 64 based 
on their current cartridge specs. So the con¬ 
sumer is going to pay more for less and I 
think they're going to figure that out pretty 
quickly. If Nintendo launch at £249 plus 
another £149 for the disc drive next year, 
that's a £400 system! That's a hell of a lot!" 


nn How much of the success of the 

PlayStation is possibly down to Sega's 
recent mistakes in the video game sector, 
such as the disappointing Mega-CD and 32X 
for example? 


PH: "That's got nothing to do with it at all. 
The success of the PlayStation is down to the 
fact that PlayStation is a fantastic product." 


But don't you think that Sega has tar 
IBSl nished its name by releasing these 
sub-standard products? 


PH: "I think that has an impact, and we know 
from research that it had an impact on how 
people relate to the brand. People's feelings 
towards Sega as a brand are tainted by his¬ 
torical situations. To use an advertising term, 
people's propensity to purchase a product is, 
in this business, driven by one thing: how 
good that product is. Brand actually has 
nothing to do with it; there is no brand loyal¬ 
ty. So people who previously owned a Sega 
system don't go and automatically buy the 
next Sega system just because it's got Sega 
written on it. I would argue that if Play¬ 
Station and Saturn had been launched as 
brand new entrants into the market, 
PlayStation would enjoy success just because 
the product itself is great. I think that it 
doesn't matter how much you analyse the 
marketing, the PR, the promotion, the distri¬ 
bution and all the other factors that did con¬ 
tribute to the success of the PlayStation, the 
one thing that made it happen was that the 
product is great. We couldn't have done it 
without having a good product." 

Sega are really starting to push the 
KMI Saturn as far as add-ons like the pro¬ 
posed Internet link and the MPEG card are 
concerned. When the PlayStation was 
launched there were stories of similar periph¬ 
erals for the machine. Have they been 
shelved or are there plans for expansion? 

PH: "We'll make some major announcements 
in that area in the future." 


■ Do you think the battle between Sony 
and Sega is finally over? Has Sony 
emerged victorious? 


PH: "As I said earlier we don't look at it as a 
battle in that way, so the honest answer is I 
don't know. I don't think we're the people to 
answer that question. You really have to ask 
software publishers, software developers 
and retailers because they are the guys that 
matter in that equation. I have heard that 
certain major software publishers are can¬ 
celling or scaling back their Saturn develop¬ 
ment. I think, from a retail point of view, you 
can look at the Gallup chart data and figure 
out that our sales are hugely superior to 
Sega's - they're not even close. So I think the 
retailers would probably say that the battle is 
being won. Whether it has been won is up to 
them to say. If they stop stocking the prod¬ 
uct then that's the end of the game!" 


KK3 Is it true that Saturn sales in Japan 
hBm have started to catch up with those of 
the PlayStation? 


PH: "Sega had some very aggressive pricing 
and discount schemes in December, including 
a ¥5000 cash back thing where if you if you 
bought a Saturn, you'd get money back 
direct from Sega. So it is true, they were 



"We wanted to escape 
from the Sega and 
Nintendo advertising phi¬ 
losophy, which was MTV- 
style, flashy graphics, rave 
soundtracks, shouting at 
you, all that kind of stuff. 
That was an easy trap to 
fall into." 


catching up, but both machines are growing 
so quickly it doesn't really matter. We're up 
to 2.3 million sold in Japan already!" 

There are rumours linking Sony with 
3DO's M2 technology. Are these sto¬ 
ries true? 

PH: "They are categorically untrue. Com¬ 
pletely. Why would we buy expensive, not 
fully-featured technology when we can 
design it ourselves cheaper and better? Try 
asking Kutaragi-san to buy somebody else's 
technology - I'm not going to!" 

Are Sony having problems duplicating 
games for the PlayStation? 

PH: "No, not at all. This is a huge myth and 
I'm happy to clear it up. The process works as 
follows: the software developer writes the 
game; they finish the game; they submit it to 
us for testing. If it fails testing it's because 
there's a bug in it, so it then goes back to the 
developer to be fixed. If that takes three 
weeks to fix before it comes back to us, 
that's not our fault, we're not holding the 
product up. We're just ensuring the con¬ 
sumer gets the best quality product. Once 
that process has been completed and the 
product has been approved and cleared, it is 
then passed on to the factory for manufac¬ 
ture. As with any manufacturing business it's 
first in, first out. It's a queue and if the facto¬ 
ry is busy, products that have come in at the 
end of the queue are going to wait a bit 
longer than those at the front. That is com¬ 
municated well in advance to the third party 

















developers so they know what's going to 
happen. We have seen companies suggesting 
that the reason their release date was missed 
was because of us, but they forgot to men¬ 
tion they had a few bugs along the way." 

How does Sony perceive the average 
PlayStation owner? 

PH: "As a very, very nice person! Surprisingly 
the people who bought a machine in Septem¬ 
ber and October were about 23 to 24 years 
old on average. They weren't, surprisingly, 
16bit video game owners. They missed out of 
Sega and Nintendo 16bit because they didn't 
have anything for them. They leapfrogged I 
guess from maybe an older home computer 
straight into PlayStation. As a result of 
Christmas present purchases, the age has 
now come down, because the person buying 
it is giving it as a present to a younger per¬ 
son. But the average age is still in the high 
teens and early twenties, which is great." 

So PlayStation sales are living up to 
expectations then. How many units 
have been sold exactly? 

PH: "Over 150,000 units sold in the UK and 
approaching 500,000 to 600,000 across 
Europe." 

It seems the SAPS adverts were sue 
cessful then. Why did you choose the 
quirky ad campaign as opposed to simply 
showing off the power of the machine? 

PH: "What we found out in planning the 
advertising campaign and talking to agencies 
was that our target audience was incredibly 
cynical to video game advertising, from what 
had happened before with Sega and 
Nintendo. They didn't want another 'yoof' 
marketing campaign and in principle they 
wanted something which was different, 
something that had a bit of mystique about 
it, so they could discover it for themselves. 
Ultimately no television advert is going to 
portray the experience of playing a game, 
people want to check it for themselves first. 
People read the previews, they read the 
reviews, but before they buy it they mostly 
check it out at a shop or around their mate's 
house. No television ad we could ever create 
was going to portray what playing Play¬ 
Station was about, and we also wanted to 
escape from the Sega and Nintendo philoso¬ 
phy, which was MTV-style, flashy graphics, 
rave soundtracks, shouting at you, all that 
kind of stuff. That was an easy trap to fall 
into as it is the traditional role of advertising 
in this sector. Simons-Palmer, who are a very 
creative agency, proposed this idea to say 
playing PlayStation is as addictive as a drug, 
so why don't we warn people that it's dan¬ 
gerous. It was never meant to be serious, we 
were obviously trying to be completely stu¬ 
pid about it! The product was almost hidden, 
so only the cognoscente would really know 
what it was about, and those who weren't in 
the know would be completely flummoxed. 
That's a crucial role of advertising within this 
sector, which is 'I'm the first to discover 
Stiissy', or 'I'm the first to discover Cater¬ 
pillar boots' or whatever the latest brand is. 
It's important that you discover it first, so 
long as somebody discovers it second. There 
is no point leaping off into something new 
and nobody else follows you. That was the 
role and the basic communication was that 
PlayStation is powerful, and that was with 
the exploding head and the SAPS campaign." 





"Cartridges are crazy. You 
couldn't do a game like 
WipeOut on the Ultra 64 
based on their current 
cartridge specs." 



Will Dwight be returning? 


PH: "We're looking at that. In a different 
guise, maybe." 


nn Of all the titles due to go on sale in 
MBm the next 12 months, which do you 
think is the most exciting? 


PH: "I've just played Tekken 2 on the 
PlayStation and it's a corker! It's difficult to 
single out one or two games. There's a game 
that we're going to announce at E3 which is 
being developed in the States, which is the 
most innovative use of PlayStation I've seen. 
It's a game style which is a refreshing look at 
the use of 3D, with the graphics and the char¬ 
acters. That's going to be a very hot product. 
I can't give you the name of it but you'll 
know what I'm talking about when you see 
this game. Clearly the Namco coin-op games 
are going to be huge. Tekken 2 is going to be 
the Christmas Number One in my opinion. 
Some of the other new Namco coin-ops like 
Time Crisis haven't been announced yet, but 
if it comes to PlayStation it's going to be an 
absolute corker." 


Ideally where do you see the 
PlayStation 12 months from now? 

PH: In about 2 million homes around Europe, 
of which around 400,000 in the UK, com¬ 
manding a place in people's lives. So it's 
more than just a video game system but actu¬ 
ally part of people's disposable time. 

Phil Harrison, thank you very much. 






SEGA 

"Lots of empty office space!" 

NINTENDO 

"A toy company." 

INTERACTIVE MOVIES 

"An oxymoron, in that movies are a passive 
experience and you want to sit back and be 
entertained. You want to be taken through 
a rollercoaster of emotions and actions and 
all that kind of stuff, and the most you 
want to do is reach down to the floor to 
pick up your popcorn. I don't see the idea 
of branching video on its own as being that 
fun. Added to a more sophisticated role- 
playing game engine then yes, absolutely, 
but based on currently technology, no." 

VIOLENCE IN VIDEO GAMES 

"Under the controlled situation of clearly 
rated product with consumer marks to 
indicated what the product is and what's in 
it, I don't see it as a problem. You will 
never see extremes of violence on the 
PlayStation, but robust action is something 
which is acceptable to us, given that the 
packaging is clearly marked as to what the 
consumer expects." 

THE COOLNESS OF GAMING 

"Yeah it's cool, in that it's a passtime 
which millions of do, and millions of peo¬ 
ple talk about. The definition of cool is a 
very difficult thing to pin down, but if it's 
that people are excited about the future of 
their leisure activity, be it the next movie 
coming out, the next Oasis single released 
or the next video game, then video games 
are cool. We know from the letters you 
print that people are incredibly excited 
about the next thing that's coming out so, 
yes, video games are cool." 

WIPEOUT ON SATURN 

"An opportunity to extend the profit cycle 
of a game that's had its day on PlayStation." 

THE GAME HE'D MOST LIKE TO SEE 
ON THE PLAYSTATION 

"There's so many! I'd think at the moment 
I'd probably say Time Crisis, just because 
it's so playable." 

j HIS FAVOURITE GAME OF ALL TIME 

"I did finish Revenge of the Mutant Camels 
on the Commodore 64 by Jeff Minter, so 
that was a favourite. Otherwise, Tekken ." 
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YIPPEE KAI-YAY, 





lush with the success of Alien Trilogy t Fox are now turning 
to another of their money-spinning movie trios to repeat the 
formula. This time John McClean is their hero, as Fox Inter- 
active again team up with developers, Probe, to bring 
McClean’s unique adventures to the Sony machine. PlayStation Plus 
grabs a grimy vest and springs into action... 



a here are films that seem to support no end of repeated 
viewing. Star Wars , Aliens , Terminator II, and Batman 
Forever are all examples of films which, if you've got a 
boring Sunday afternoon to kill, make the time pass all 
the faster. Die Hard is also one of these rare breed, and 
is' John McClean character is surely the king of witty one- 
liners and the greatest anti-hero the silver screen has ever pro¬ 
duced. Perfect couch potato fodder, in fact. 

While we'd be the first people to admit the two sequels are 
nowhere near as good as the original, there's no doubting that they 
still knock most of the efforts from Steven Seagal, Jean-Claude Van 
Damme, and Stallone into a cocked hat — and considering game 
manufacturers were quick to sign up the likes of Judge Dredd and 
Timecop , this makes the lack of a decent Die Hard video game all the 
more unusual. A few years back, Activision imported a rather toss 
3D shoot 'em up for the PC based on the 
first film, but apart from that Bruce Willis 
has so far been spared the ignominy of a 
balding, vest-wearing sprite recreating his 
finest moments. 

With Fox slowly realising it is sitting on 
something of a licence gold mine, howev¬ 
er, it commissioned Probe to start working 
on a game which encompassed the atmos¬ 
phere of the Die Hard films. The Croydon- 
based developer was supplied with all the 
reference material it needed and the pro¬ 
gramming began at roughly the same time 
as Willis donned his McClean vest for the 
third time. As such. Probe had privileged 
access to behind-the-scenes material and 
early scripts, which were rapidly bashed 


together into a polygon car chase. As is often the way of such 
licences, though. Probe sat back and looked at what it had, and 
decided it could do it better. And this is what it came up with... 

One of the greatest problems of cramming three films into one 
game is how to ensure the resultant title doesn't become an awful 
mishmash of good intentions but badly-implemented ideas. As seen 
in last month's Alien Trilogy review. Probe circumvented the prob¬ 
lem by rearranging the order of the films to enable a logical plot to 
run throughout, but for its second crack at a trilogy whip. Probe 
have opted to create different games for each. 

The basic idea is to offer the user three games which would be 
considered respectable if sold individually, but would offer fantas¬ 
tic value for money if bundled on to one CD. As such, on booting the 
Die Hard Trilogy CD, the user is offered one of three adventures, 
with digitised footage linking the three sub-games in an effort to 

add a movie-like quality to the on 
screen action. 

Does this sounds too good to be 
true? Well, what if we were to tell you 
that the Die Hard game was a more 
technically-accomplished version of 
Loaded? Or that Die Hard II was the 
closest the PlayStation has come to 
Virtua Cop yet? And that Die Hard with 
a Vengeance made Twisted Metal look 
like The Magic Roundabout ? Fox are 
reportedly extremely pleased with 
the way coding is progressing, and 
Die Hard Trilogy is scheduled to be 
their Interactive label's first stand¬ 
alone release sometime in July. 

Yippee Kai-yay indeed. 
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FOX INTERACTIVE 


PLRYERS 


SHOOT 'EM UP 


*40 storeys 
excitement 


os Angeles Cop, John 
McClean, isn't having 
the best of Christ¬ 
mases. His estranged 
wife is begrudgingly 
putting him up so he can see his 
kids, and he is still finding it 
hard to come to terms with her 
new role as a successful career 
woman. Acting as secretary to 
the President of the powerful 
Yakatomi Bank, Holly's long 
hours and John's unsocial ones 
have seen the pair drift apart, 
and as the Yakatomi limo drives 
him to the Bank's Christmas 
party he is dreading the so- 
called 'Season of Goodwill.' 
Preparing to make matters 
worse, however, is one Hans 
Gruber and his party of heist 
experts who have infiltrated the 
tower block's security and are 
methodically working their way 
through the security systems 
protecting the vault. As comput¬ 
ers are hacked, safes breached, 
and dummy guards left to 'pro¬ 
tect' the entrance, Gruber's 
team come to the final stum¬ 
bling block - a password. As 
only Mr Takagi, the company 
President, knows the code, 
Gruber and his strong-armed 
support have to storm the party 
to locate him. A quick head 

YIPPEE KAi-YAY 


The greatest screen moments 
of John McClean... 


high — with suspense, 
and adventure on every 
level!’ 


Scouring the 


TERRORISTS VAN 
FOR WEAPONS . 


HI nWM AWAY 


count then reveals that all other 
staff are present and correct. 

However, Gruber had not 
accounted for one John 
McClean, who overhears the sit¬ 
uation as he freshens up in the 
executive bathroom. Using the 
tower's conduits and lift shafts 
to move around without detec¬ 
tion, McClean launches a one- 
man war against Gruber and his 
men, and as Gruber's team are 
picked off, the odds are gradual¬ 
ly balanced with McClean steal¬ 
ing the terrorists' own weapons 
to use against them. In the 
meantime, however, the FBI are 
amassing outside and are more 
than willing to sacrifice a few 
hostages in order to bag the bad 
guys - setting an unwanted 
time-limit on the proceedings. 


Wanton destruction plays a 
huge part in Die 
Hard , with 
McClean's 
shoot outs 
reducing 
the terror¬ 
ists and 
the 

Yakatomi 
building to a 
blood-stained mess. 

As our hero gets to grips to the 
grenades and automatic pistols 
he steals from felled terrorists, 
he not only blows away the bad 
guys — but most of the scenery 
too! Cars are blown up with a 
well-timed grenade, killing any¬ 
one in the vicinity (and setting 
off the water sprinklers), while 
windows are 
blown out as 
Maclean strafes 
the rooms as the 
terrorists pile in. 
Similarly, if the 
player returns to 
one of the lower 
floors, the bodies 
of felled baddies 
are left — com¬ 
plete with 
spreading pools 
of blood. 



i. now i have 

With McClean armed with just a - 

pistol, his first task is to equip 
himself with something more 
potent. Spotted by one of 
Gruber's group, a fight ensues, 
which ends with McClean break¬ 
ing his foe's neck. As Gruber 
watches, the lift arrives and the 
corpse of the fallen terrorist is 
wearing a sign saying: 'Now I 
have a machine gun.' _ 


r E A MACHINE CUN’ 
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Mr Takagi's office 


I IS TO THE 
RIGHT, WITH A GUARD INSIDE . 


TOWER POWER 


THE MMEPLIT 

Best described as a cross 
between Loaded and Konami's 
forthcoming Overkill , the Die 
Hard section of the game pits a 
McClean sprite against an army 
of Gruber's henchmen as 
opposed to the film's dozen or 
so. Starting in the basement, 
the player is left to kill off the 
marauding henchmen and grad¬ 
ually work his way to where the 
hostages are being held. Of the 
three stages, this is by far the 
most technically-accomplished, 
with Probe's development team 
using a 3D perspective that 
manages to bypass the 
PlayStation's often annoying 
clipping problems and favours a 
system wherein the walls gradu¬ 
ally fade out of view. 

The McClean sprite is viewed 
from a raised angle behind him. 


and the levels 
scroll in the cus¬ 
tomary eight 
directions 
around him. The 
similarities to 
Loaded begin as 
the shooting 
action begins, with McClean ini¬ 
tially using a handgun to pick 
off the terrorists, before collect¬ 
ing and using Uzis and grenades 
left by felled assailants. The Die 
Hard section revels in wanton 
destruction, and McClean's path 
to the top of the building leaves 
a trail of burning cars, shattered 
windows and a plethora of dead 
bodies in his path - while other 
visual effects include sprinklers 
to put out blazes, and impres¬ 
sive lighting effects to enhance 
the many explosions. 


HOF AWAY 

The Die Hard third of the game 
is the most visually impressive 
of the three, and this is mainly 
due to Probe's impressive 3D 
handling techniques. As fans of 
Destruction Derby and WipeOut 
will have noticed, the Play¬ 
Station often struggles with 
polygon removal when an 
object is viewed up close - 
basically, the wall or object dis¬ 
appears, revealing the items 
behind it. With the Die Hard 
segment set in rooms full of 
columns and struts, it soon 
became apparent to the team 
that they would have a problem 
■ with objects flicking in an out 
of view, giving the game an 
unwanted distraction from the 
main action. To combat it, w 
though, the team created a 
fade idea wherein as an object 
passes behind the McClean 
sprite, it darkens from the top 
and is gradually reduced in 
length - thus eliminating the 
line removal problem. Although 
simple in theory, the system 
proves very extremely realistic 
in use and also benefits the 
game in that the smaller poly¬ 
gons means more memory is 
available to keep things speed- 
. ing along. 


Probe have been given stills of 
virtually every frame in the 
films, with Fox stressing that 
they wanted the games to fol¬ 
low the plot of the three films 
rigidly. This is never more 
apparent than in the first game, 
where the McClean sprite may 
be facing more terrorists than 
Bruce Willis, but at least the 
backdrops are the same. Start¬ 
ing in the underground car 
park, McClean blasts his way to 
the top of the tower visiting 
locations very similar to those 
of the film. For example, having 
wiped out the terrorists 
patrolling the car park, next 
come the guards protecting the 
lobby, while the lift shaft and 
computer offices await later 
examination. The final con¬ 
frontation then faces the player 
against a gun-toting Gruber 
sprite who proves considerably 
harder to kill than his minions, 
but mimics Alan Rickman's final 
moments perfectly. 




2. THE LIPT SHaPT 

McClean's cover has been _ 

blown, and he is being pursued 

by two of Gruber's men. Using 

his machine gun's strap as a 

rope, he lowers himself into the 

building's lift shaft to avoid 

being seen. The strap begins to 

give way, though, and McClean 

just manages to scramble into an 

airduct. Where a game of cat and 

mouse begins... _ 







































The beginning 


t's Christmas Eve, and 
John McClean is 
awaiting his wife's 
arrival at a snow¬ 
bound LA-X airport. 
%s families prepare to fly 
to or await the arrival of their 
loved ones, elsewhere a plan to 
hold the entire airport to ransom 
is afoot. As the air traffic control 
staff look on in astonishment, 
the control over flight informa¬ 
tion and landing lights are 
switched to a different location, 
giving the terrorists complete 
control of the tower apparatus. 
As the technicians scurry around 
trying to trace the origin of the 
terrorists' relay system, a mes¬ 
sage is patched through from the 
terrorist leader to the control 
tower stating that, unless their 
demands for the release of an 
imprisoned General are met, the 
planes now circling the airport 
will be brought crashing down 
one at a time. 

As the tower falls into chaos, 
McClean is still wandering 
around the airport. Catching 
sight of someone he' recognises 
from the LA PD's 'Most Wanted' 
list he gives chase, not realising 
the guy is in fact the mastermind 


\OF THE SNOW STAGE IN ALL ITS GLORY . 


sn t strike 

* ElliDE to lm 


The path the player takes 
through the airport is predeter¬ 
mined by the CPU, and each 
level has been plotted using a 
specially-created 3D editor. The 
programmer positions where he 
wants key objects - planes, bal¬ 
conies, etc - to create a basic 
map of the stage. From here, a 
secondary icon system allows 
him to drop in the terrorists' 
locations and set a route for 
them. Each terrorist is individu¬ 
ally preprogrammed with a 
series of instructions to follow 
before they run off screen, with 
several running different ideas 
concurrently. This system allows 
the programmer to determine 
what sort of terrorist is due to 
attack, and these include knife- 
throwers, Uzi-toting henchmen, 
or those in the foreground 
armed with a hand weapon of 
some variety. A further set of 
instructions determines how 
many hits is needed to kill the 
assailant. With the map in posi¬ 
tion, the polygon characters are 
then dropped on to their 'mark¬ 
ers' and launch into their rou¬ 
tines when the player reaches a 
certain point in the map. 


doe 


They say lightning 


behind the tower's hijack. A 
gunfight ensues in which two of 
his cronies are bagged, and 
McClean rushes to the tower to 
get a message to the authorities. 
On arriving, he learns of the situ¬ 
ation and fears for his wife and 
the passengers of the planes 
which are now starting to run 
low on fuel. As they circle above, 
the terrorists play their hand and 
fool the pilot of a London-LA 
flight into crashing into the 
ground. As the stakes grow high¬ 
er, McClean is again dragged 
into a one-man war. 

'How can the same shit hap¬ 
pen to the same guy twice?' he 
moans. How indeed. 


twice..• 
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3 . GRUBER 

Realising Gruber has wired up 
the roof to explode, McClean 
survives a shoot-out and begins 
to lead the hostages down to 
safety. With the last few down, 
an FBI helicopter mistakes him 
for a terrorist and tries to shoot 
him. Hearing the noise, Gruber 
blows the roof - with McClean 
leaping off using a hose as an 
impromptu bungee rope. 


raises the stakes 































The corrupt marines escape 


Another baddy 


| IS REDUCED TO HIS 
COMPONENT PARTS. 


THE MMEPUY_ 

While PlayStation owners have to put up with the 
likes of Horned Owl, the usually less-fortunate 
Saturn owners revel in a nigh-on perfect Virtue 
Cop conversion. Die Harder attempts to redress 
this balance, though, and opts for an almost iden¬ 
tical polygon-based 'in-screen' shooting gallery 
to recreate the events of the second film. Split 
into ten sections. Die Harder is set within the LA-X 
airport's many lounges, luggage depot, and - 
ultimately - the bad guy's getaway jet. 

Using the mouse or joypad, the action scrolls 
across a number of predetermined axis, with the 
screen tilting or turning as the terrorists run on 
screen. A cross hair is used to target and pick off 
the terrorists who return the favour by letting rip 
with an assortment of machine guns, grenades 
and knives - and the latter pair can be blown out 
of the air with a well-timed shot. 

Part of the fun with Virtua Cop was blowing 
seven shades out of the scenery as well as the vil¬ 
lains, and Probe have incorporated the idea into 
the basic gameplay of Die Harder. For example, 
while exploring the passenger lounge, a horde of 
gun-toting guerrillas appear from above. Blowing 
away the ceiling support, however, covers them in 
masonry, killing several birds with several stones 
- and proving that anything Sega can do, the 
PlayStation can do better... 


USING SNOWCATS. SPEED IS ESSEN¬ 
TIAL TO STOP THEM REACHING THE 
SECRET BASE. 


sunn TP IHL 

The 'shooting gallery' style of shoot 'em up dates 
as far back to the early Binatone consoles, where 
the player was invited to protect monochromatic 
diver sprites by shooting the sharks that swam 
towards them. Since then, Nintendo's Duck Hunt 
and Taito's Operation Wolf have been more suc¬ 
cessful variants - but neither has amassed the 
popularity of Sega's Virtua Cop coin-op. Ripping 
Sega's idea off mercilessly. Die Harder offers an 
expansion of Virtua Cops idea with the player (lit¬ 
erally) stepping into McClean's shoes and picking 
off the bad guys. Control is offered over the 
floating cursor in a number of ways, with Probe's 
developers incorporating options for the joypad 
or mouse, and they are also looking to make the 
game compatible with Konami's 'Hyper Blaster' 
which came bundled with the decidedly average 
Horned Owl. Die Harder s graphics once again use 
polygons for extra detail and realism, and the 
shot terrorists fall in a number of ways, depend¬ 
ing on where 
(and the number 
of times) they 
are shot - lead¬ 
ing to some very 
nice motion-cap¬ 
tured felons 
clutching their 
stomachs, twist¬ 
ing in agony or 
falling from 
great heights. 

PUNE TO SEE_ 

As the second film ended in a fight on the escap¬ 
ing plane's wing, so the Die Harder game mimics 
this. Moving on to the runway, McClean picks off 
the final batch of terrorists (now mixed with 
snowcat-riding rogue marines) as a huge polygon¬ 
generated plane taxis on the horizon. Finally 
catching up, the action does indeed take to the 
wing with the final boss suitably tooled up and 
requiring a multitude of direct hits before scut¬ 
tling off for the safety of the cockpit. With this 
third of the game currently 75% complete the 
grand finale has yet to be incorporated, but we 
believe that Probe are aiming to include the film's 
ending were McClean ignites the fuel leaking 
from the plane's bullet-ridden fuselage, causing 
it to detonate and creating a suitably high-explo¬ 
sive end to the film. 


/ \ 







4. EJECT, EJECT, EJECT 


McClean has learned that the 
terrorists aim to free an evil 
Dictator, and enters the despot's 
plane. Finding himself trapped in 
the plane's cockpit and sur¬ 
rounded by grenades, McClean 
looks for a way out. He risks the 
ejector seat and flies into the sky 
just as the plane blows. 


■ -- - . 




























ecovenng from the 

^ hangover from hell, 
McClean is drafted 
into a siege situation 
brought about by his 
past exploits. A huge explosion 
has rocked New York, and an all- 
too familiar terrorist has claimed 
responsibility. Klaus Gruber, 
brother of Hans, has followed 
his ill-fated brother's path into 
terrorism and wants McClean to 
follow a series of instructions to 
the word — or he will blow up 
key sections of the Big Apple to 
avenge his brother's death. As 
such, McClean finds himself 
wandering around Harlem wear¬ 
ing a sandwich board sure to 
incite racial tension only to be 
rescued by the unlikely heroism 
of a local shopkeeper. 

Enraged by this unforeseen 
act, Gruber II press-gangs the 
shopkeeper, Zeus, to accompany 
McClean in his mad race across 
New York. From here, the pair 
are told to reach set points 
around the city within a limited 
time, necessitating much lateral 
thinking and car theft from the 
pair. Similarly, as Gruber's puz¬ 
zles grow more twisted the path 
to a final confrontation leads to 
a dockland area where Gruber's 
new army is about to be 
unleashed upon the world. 


There s something rotten 
core of the Big Apple 


Superimposed over the driving action is a map of 
the locale, with a compass indicating the where¬ 
abouts of the next explosive. At the bottom of the 
screen, the left-hand corner plays host to a stop¬ 
watch which ticks away until the detonation time. 
Initially, the bombs have been left in phone boxes 
dotted around the city, but towards the end of 
the game Gruber plants them in cars and 
McClean's target becomes a moving one as he 
attempts to knock the vehicles off the road, 
effectively defusing them. As the timer expires, 
the clock face grows to fill the centre of the 
screen, becoming transparent to insure it doesn't 


obscure the player's view. If, however, the timer 
expires and McClean fails to reach the bomb, one 
of several huge explosions rip across the city, and 
the game camera withdraws to a distant viewpoint 
to watch the city burn... 


WILL BE RIPPED ASUNDER BY A 
SERIES OF MASSIVE DETONATIONS . 


If McClean fails. New York 


5. THE PLaITE CRaSH 

The terrorists prove they mean - 

business by tapping into the m^c.***^ 

control tower's computer and 

patching their control relay into 

the system. Altering the CPU 

ground level to -200ft, they 

inform the pilot of the London- 

LA flight he is clear to land. 

McClean races on to the runway 
to warn them, but it's too late. 
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CETQUTHDICODDtMWtY... THE C1MEPUY 



Probe's recreation of the Big Apple is inhabited by 
a wealth of binary New Yorkers. As McClean 
whizzes around the city in search of the explosives 
he must attempt to avoid time-wasting crashes 
with other drivers, and avoid running over pedes¬ 
trians. Now, New York and its inhabitants have a 
reputation for being less-than-friendly, and the 
Die Hard with a Vengeance section of the CD 
affirms this. If McClean should crash into a car or 
send a pedestrian flying across his car bonnet, he 
isn't punished - it just wastes valuable time! The 
graphics during this stage are incredibly detailed, 
with the city broken up into busy streets, docks, 
and even Central Park makes an appearance, and 
as the player guides McClean to his next ren¬ 
dezvous the car can be viewed from one of four 
viewpoints. Of these, the familiar Ridge Racer- 
style 'behind car' view is the best, as that way you 
get the full benefit of running over jaywalking 
New Yorkers. 


The Die Hard with a Vengeance 
section, which forms the last 
section of the compilation, is a 
3D driving game with the player 
exploring a polygon-based New 
York. Expanding upon the mid¬ 
dle part of the film, where Zeus 
and McClean drive through 
Central Park in order to reach 
the next way point. Probe has 
gone one step further and 
added a number of locations 
the player must reach within 
the allotted time. As in the film, 
the way points are represented 
by phone boxes, and if the play¬ 
er fails to ram the said phone 
on time, a huge explosion deci¬ 
mates the city. The action is 
view through the car's wind¬ 
screen, with the streets and 
pedestrians whizzing by in true 
3D. As in all the best action 
films, this allows for crashes 
galore and ways to scatter the 
polygon New Yorkers attempt¬ 
ing to cross the road. Similarly, 
police cars give chase if the 
player is too reckless, adding an 
element of skill to the pro¬ 
ceedings. Conveniently, the 
bomb-laden phone boxes have 
been positioned in the middle 
of the roads, and crashing into 
these disables their timing 
mechanisms. Even so. New York 
is a very big place and Probe 
has gone to great lengths to 
cram in as much as possible. 
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NEW YORK, NEW YORK 

Initially, Probe's plans for Die Hard Trilogy was 
that of a 3D road race game where the player 
leapt from a number of vehicles in a series of 
chase scenes. As details of the third film's plot 
were leaked, though, it soon became apparent 
that such an idea would have very little to do with 
the silver screen version's scenario. As such, the 
idea of leaping from car to van (each of which 
would have had differing speeds and capabilities) 
was scrapped, but the programmers were keen to 
use their 3D routines some way or other. By now, 
the film's New York setting were confirmed, so 
Probe sent one of its graphic artists over to New 
York, armed with a Camcorder, and he was 
ordered to video the streets of the city so the dri¬ 
ving section for the final game could be as realis¬ 
tic as possible. The programmer's data was con¬ 
verted into maps using a variant of the Die Harder 
3D map editor, and New York was gradually 
pieced together like a huge, grimy jigsaw. 





6. a happy eitdiug 

The dictator and his mercenaries _ 

appear to have got away, and 

despite a valiant punch-up on 

the plane's wing, McClean is 

lying on the runway watching 

them take off. Having loosened 

the gas cap, though, the fuel is 

streaming out, so McClean final- ^ a Tft 

ly gets even for his bad day by * > * , 

igniting the fuel and watching ^ ^ ^ 

the escaping villains blow up! L., : 
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Think 

of the cars you've always 
dreamed of driving .... THE NEED FOR 
SPEED " features eight exotic performance cars 
that roar, slide and smash so well you'll find 
yourself looking for the seatbelt. View the action 
from four different angles, as the state-of-the- 
art 3D graphics engine propels you along 
photo-realistic roads and tracks at 
breakneck speed. 


ROADt~TRACK 

The Need for Speed 



Also available from Electronic Arts: 




http://www.ea.com/ • For more information on Need for 
Speed, call 01753 546 465, email uk-support@ea.com, or write 
to Electronic Arts, P.0. Box 835, Slough, Berkshire SL3 8XU. 
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COMPILATION 


ollowing Namco's 
lead, GTi are using 

their links with arcade giants Williams to take us back 
in time when coin-ops were lucky if they offered eight 
colours, and where even the likes of Bognor Regis played 
host to the latest arcade treats. It would be fair to say that Williams 
were also the inspiration for a number of programmers to start creat¬ 
ing video games: Archer Maclean, for example, began his coding 
career with a game called Dropzone , a 'tribute' to Williams' Stargate 
coin-op. Similarly, older game-players will remember all too well the 
numbers of Defender and Robotron ripoffs for the Dragon 32, Oric 
Atmos, and ZX Spectrum all those years ago. In a time of Asteroids, 
Calaxians , and BreakOut , Williams blew away their competition with 
the fastest shoot 'em up to hit the arcade. Defender had arrived. 


Whereas the likes of Calaxians weaned players into the shoot 'em up 
genre with a joystick and one firebutton, the Defender cabinet played 
host to a mind-boggling five buttons. As such, not only did the player 
have to contend with the fastest aliens in a video game to date, they 
also had buttons for firing, accelerating, hyperspace, turning, and 
activating a smart bomb. By rights, it should have flopped. Surely any 
game with that many buttons was going to confuse the player too 
much? Wrong. Instead, Defender was a roaring success, with Williams 
bursting on to the arcade scene in a way unseen since Taito unveiled 
the first Space Invaders cabinet. It was the start of a career that has 
since brought us Mortal Kombat and the superb conversion of Doom to 
the PlayStation for GTi, and one which GTi are proud to archive... 


SIX OF THE BEST 


Classics contains five games from Williams' impressive arcade back catalogue with the all-conquering Defender leading the pack... 


ROBOTRON Continuing 

- their love 


affair with fast-paced shoot 
'em ups, Williams' Robotron 
replaced spaceships with a 
gun-toting human and 
returned to the one-screen 
level idea seen in Bubbles — 
and inspired coin-ops as 
diverse as Berzerk and 
Tazmania in the process. 

Every bit as frenetic as 
Defender , Robotron involves 
another invasion, as this time 
robots go mad and terrorise 
the last remaining humans on 
Earth. The human family have 
been trapped in a small room 
filled with the said robots, 
and the player has been sent 
in to blow away the rogue 
droids and rescue the humans. 
If, however, the humans come 
into contact with the milling 
machines, they are killed 
instantly and if all five die the 
player's mission is over and 
the Earth is overrun. 

The PlayStation conversion 
of Robotron will never win any 


awards for its aesthetics, but its 
control system is utterly superb. 
As expected, legging it around 
the confined space is effected 
using the Dpad, but the direc¬ 
tional fire is handled by each of 
the four facia buttons - ie the 
square button fires left, the X 
button down, and so on. As the 
robots draw in, this system 
proves remarkably effective and 
it takes only a few seconds 
before the robot hordes are 
evaporated and a clumsy concen¬ 
tric rectangle pattern emerges 
to indicate progress to the next 
stage. 

On top of all this, with the 
robots' intelligence growing as 
the levels progress, the humans 
seem to get rapidly more stupid, 
so rescuing them involves pixel- 
perfect turns and bursts of well- 
timed speed. 



* 
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DEFENDER I Many 9ames 

1 aspire to the 


'classic' monicker, but Defender 
is one of the most worthy. A 
horizontally-scrolling shoot 'em 
up. Defender is set amidst an 
alien invasion where a number 
of mutant races are scouring 
Earth in search of humans to 
whisk away and add to their 
ranks. The humans are dotted 
around the play area, while the 
aliens appear from the top of 
the screen to float down and 
catch them. The majority of the 
play area is made up of the plan¬ 
et surface, while a scanner 
offers a compressed view of the 
planet and the alien positions. 
The player is the eponymous 
Defender, and pilots a dart-like 
ship armed with a laser. 

Whereas the arcade machine 
featured a joystick to move the 
ship up and down, and thrust 
buttons to propel it, the 
PlayStation version allows the 
user to redefine the keys so the 
Dpad can handle the turning 
and acceleration, leaving the 




buttons open for the firing, 
hyperspace, and smart bomb 
controls. The key to Defender is 
its speed. The action rips along 
at a fair old whack, and the vari¬ 
ety of aliens makes for a real 
challenge. When one of the 
green mutants leaves the screen 
with a human in tow, they are 
upgraded to a tenacious purple- 
marked species which chases 
the player's ship. 

The beauty of Defender is that 
it has no end. The aliens get 
faster, death is but three lives 
away, and even the hyperspace 
option can kill you if it fails. 
Similarly, if all the humans are 
kidnapped. Earth is turned in a 
red-skied hell, and death is 
swift to follow. But then, 
there's always the glory of sav¬ 
ing a handful of humans towards 
the later stages... 


















BEHIND THE SCENES 

To ensure Arcade Classics is the complete guide 
to all things Williams, the main menu screen 
allows the player to go behind the scenes of 
the games. Via a series of FMV sequences, the 
programmers recount tales of how ideas were 
pieced together for the likes of Joust and 
Defender and the trials and tribulations of their 
coding. The chances are you're only ever going 
to watch the sequences once, but they're a nice 
touch - even if you're going to need a wide 
screen television to get most of the... er, 'larg¬ 
er' programmers in view. 



SEQUENCE DETAILING THEIR CREATION. 



BUBBLES Of the sextet on 
the CD, Bubbles 


is the least successful. A real 
oddity. Bubbles is set in the sin¬ 
gle-screen setting of a bathroom 
sink. Controlling the titular 
globe. Bubbles is basically an 
exercise in collection, with the 
player guiding the blob around 
collecting crumbs and bonuses 
for points. Droplets of water are 
Bubbles' main objective, howev¬ 
er, and collecting these causes 
him to grow bigger. When all 
the water droplets have been 
absorbed, our hero then makes 
his way to the plug hole to exit 
the next stage. 

Things are never that simple, 
however, and spiders and bee¬ 
tles emerge from the plug hole 
in the centre of the screen and 
prove deadly to the touch - and 
as Bubbles grows large, he 
begins a bigger target for their 
attentions. 

What follows is a cat and 
mouse chase around the sink, 
with the player avoiding said 
insects, collecting bonuses by 


BOD 


gathering up the crumbs and 
smaller insects and avoiding 
getting popped. 

Just to add a little spice to the 
proceedings, every now and 
then a little old lady wanders on 
to the screen armed with a 
broom, and if Bubbles touches 
her he can use the broom to kill 
one of the larger insects. All the 
creatures emerge from the plug 
hole, and their imminent arrival 
is indicated by a red glow from 
its centre. If the plug hole glows 
green, though, it means that 
Bubbles has collected enough 
water to enter it safely and that 
nothing is set to emerge in the 
near future. 

The Bubbles coin-op was a bit 
of a rarity, and wasn't a huge 
success for Williams, but its 
inclusion on the compilation is 
welcome enough. 





X top 


rWstcry 


* V- 




w 



JOUST 


For many of 
us here at 


PlayStation Plus, Joust is the one 
coin-op that we still remember 
fondly from our younger days. 

As with Bubbles and Robotron, 
\Joust takes place on a single 
screen, with the player stepping 
into the chainmail trousers of a 
|jousting champion from another 
dimension. However, as 
opposed to riding horse 
towards a similarly-mounted 
opponent. Joust places the com¬ 
petitors on the back of a flying 
Ostrich, of all things, and invites 
them to fly around the screen in 
an attempt to knock out the 
CPU-controlled riders. 

Each level begins with the 
player randomly positioned on 
[the screen, with a number of 
CPU-controlled riders emerging 
from within the ledges. No soon¬ 
er have they appeared than they 
flying from left to right across 
the wrap-around screen, and the 
mutual battle to dismount each 
other begins. When a rider is 
dislodged, an egg flies across 


the screen and either comes to 
rest on a ledge or falls into the 
pits below where it is burned 
instantly. If an egg is collected, 
points are added to the player's 
score, but if it is left it will crack 
open to reveal the rider and its 
mount will attempt to return him 
to the game. 

This pattern is repeated with 
dragons and smaller ledges 
added to make things somewhat 
harder, and a two-player mode 
either pits players against each 
other or rewards them for work¬ 
ing together. 

A bizarre idea. Joust is a dream 
to play. Its controls are simple 
with the player pounding the 
button to flap the Ostrich's 
wings, with the Dpad used to 
guide the beast - and these help 
make Joust so enjoyable to play. 
For us, the highlight of the CD. 
























PREVIEW 




Just as Namco invite PlayStation 
owners to wander around muse¬ 
ums for their past titles, the ren¬ 
dered intro to Arcade Classics 
begins with the player flying a 
revamped version of the 
Defender ship, and approaching 
an orbiting space station bearing 
the company's name. Passing a 
number of planets, the ship pass¬ 
es through the station's entry 
port and the views switches to a 
raised dais from which a six yel¬ 
low balls emerge. Within these, 
a rendered impression of the six 
games on offer is shown, and 
pressing the X button sends the 
player back to a time when 
Modern Romance were in the 
charts alongside Madness, and 
when 3D games were an impossi¬ 
ble dream. 


RCTION STATIONS 


THERE’S MORE 


A PC version of Arcade Classics has been available for some time, 
and Williams are set to unveil a sequel in the next few months. The 
titles it is to feature have yet to be confirmed, but Stargate (a 
Defender clone starring a jet packed astronaut) is rumoured to lead 
the pack. If the PlayStation version of Arcade Classics takes off, the 
odds on the sequel making it to the Sony machine are very high - 
here's hoping. 



DEFENDER II 


Another of 
the lesser- 


seen Williams coin-ops. 

Defender II failed to capitalise 
on the phenomenal success of 
the first game despite its 
attempts to expand upon the 
original. Once again, the aliens 
are planning to invade Earth and 
kidnap its populace in a rather 
familiar plan. As such. Defender 
II disappoints when, on first 
sight, it looks identical to its 
predecessor with a handful of 
new aliens absconding with the 
humans and the same Defender 
ship recalled for the new mis¬ 
sion. That said, prolonged play 
reveals further additions to the 
mythos, with the early levels 
paving the way for new alien 
species and in-level secrets. 

Of the new additions, the 
warp gates are perhaps the 
greatest advancement. 
Resembling two rectangles, the 
warp gates are positioned at 
regular patterns around the 
wrap-around planet and enter¬ 


ing one blanks out the screen 
before repositioning the play¬ 
er's craft elsewhere. Similarly, 
the aliens now include dart-like 
ships which prove hard to kill 
and improved versions of cluster 
pods and any humans who are 
lifted out the screen mutate into 
a far deadlier alien than in the 
first game. 

Perhaps it was the few addi¬ 
tions, but the Defender II coin¬ 
op never really took off. Fans 
could get straight into the 
action as the radar screen and all 
the same controls were present, 
but basically it was felt that it 
was too similar. That said, a 
sequel to such a recognised clas¬ 
sic is a nigh-on impossible task, 
and Defender II still stands upas 
a very playable shoot 'em up. 


- 



SINISTAR 


Returning to the 
realm of the 
shoot 'em up, Sinistar sees 
Williams entering the eight- 
way-scrolling world as they add 
an element of cerebral activity 
to the blasting. Set in deep 
space, Sinistar is a two-stage 
shoot 'em up with the player 
fending off attacks from alien 
ships, while shooting asteroids 
to release the Sini-Bombs they 
contain. While you're doing 
this, smaller grey ships are out 
to steal the Sini-Bombs and thus 
a race against time begins - 
with the player trying to accrue 
as many Sini-Bombs as possible, 
while the aliens need them to 
put together the huge monster 
who appears in the second half 
of the game. 

When the area has been 
mined, the aliens retreat and 
the player is warned that 
Sinistar is ready to attack. All of 
a sudden, this huge moon-faced 
beast appears on the map and 
proceeds to home in on the 


player, whittling away their 
three lives. The only way 
Sinistar can be defeated is by 
using the Sini-Bombs and this is 
done by waiting until he attacks 
before loosing the bombs in his 
path. As he is hit, sections of 
Sinistar's armour are dislodged. 
If sufficient bombs are collected 
it's possible to blow him up, and 
the game restarts with the 
aliens collecting more bombs 
ready for the next attack. 

Sinistar is an incredibly tough 
game, but is far more satisfying 
than the majority of blasters 
today. It was also one of the 
first coin-ops to use digitised 
sound with the PlayStation 
emulating the original coin-op 
perfectly as it mutters 'I 
hunger...' Shudder. 
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ust as snooker 
I has Steve Davis 
' as its frill-less 
figurehead, tennis 
is similarly blessed 
with the prodigiously talented 
and subdued Pete Sampras. 

Born in Washington, DC, 
Sampras first took to tennis as a 
seven-year-old, and based his 
style on Seventies champion. 
Rod Laver. While his older sis¬ 
ter, Stella, went on to coach the 
sport, Sampras turned profes¬ 
sional in 1988 and promptly 
came second in the 
Schanectady. The next year, 
however, he returned to win the 
tournament, and was soon 
stamping his mark on the tennis 
scene with an increasing num¬ 
ber of tournament wins every 
year. In 1995 he became only 
the fourth player to be rated as 
the Number One seed for over 
three years running, adding his 
name to a list already contain¬ 
ing the likes of John McEnroe, 
Ivan Lendl and Jimmy Connors. 
In addition to personal glory, 
the 1995 season also saw 
Sampras become the first player 
to earn $5 million in one season, 
taking his overall earnings past 
the $21 million figure. 

Having challenged hundreds 
of players all over the globe, 
Pete Sampras is now set to 
encourage armchair Bjorn Borgs 
as Codemasters warm up 
Sampras Extreme for the 
PlayStation. Having reaped the 
rewards of a Sampras associa¬ 
tion across two Megadrive tour¬ 
naments and a Game Gear 
match, Pete's first appearance 
as a 32bit sprite has been 
altered dramatically. Gone are 
the cutesy player sprites of the 
original, as Codemasters ven¬ 
ture into the realm of motion- 
capture to ensure their on-court 
players move with all the flexi¬ 
bility of real pros. With Ocean's 
appalling Power Serve Tennis 
and Tonkin House's equally 
drab V-Tennis ranked as the ten¬ 
nis game equivalent of any 
English players. Codemasters 
are stepping on to the court 
feeling very confident indeed... 


The players exist as 3D models 


\ANDCAN THUS BE 
VIEWED FROM ANY ANCLE. BY FAR THE MOST IMPRESSIVE, 
HOWEVER, IS THE ONE THROUGH THE PLAYER'S 'EYES.' 



W.. # „ . * n 1 - _ 

y* 





The crass courts offer a softer bounce 


_I AND, ASA 

RESULT, A SLIGHTLY SLOWER GAME. OF ALL THE COURTS, 
CLAY OFFERS THE FASTEST GAME. 


COURT ON CRMERR 


Initially, the programming team 
experimented with sprite-based 
players, but soon came to the 
conclusion that motion-capture 
was essential for added realism. 
Using an eight camera system 
which captured every angle of 
action, male and female players 
were made to perform hun¬ 
dreds of moves with reflectors 
placed on the important move¬ 


ment centres of their bodies. 
The footage was then outlined 
into a basic skeleton and 'skins' 
wrapped around them for the 
final detail. With the exception 
of Sampras himself, the 24 play¬ 
ers in Extreme are fictitious but 
equipped with differing skills 
and temperaments, with 
Sampras himself boasting a 
serve that exceeds 128mph. 









































NOW OVER TO... 


Overseeing the tournaments are Codemaster's 
equivalent to Dan Maskell and his ex-pro side- 
kicks, Jim Smash and Major Duffer (titter). 

Filmed in January these links have been added to 
incorporate humour and give details of 
the players before each match 
begins, with Smash offering 
the genuine advice, while 
Duffer twitches and splut¬ 
ters about 'player's not 
being celebrities.' In 
terms of in-game sound. 

Codemasters' resident 
musician, Tim Bartlett, 
sampled every available 
sound effect associated with 
the game for inclusion during the 
matches. As such, the crowd cheer favourite 
players, gasp at spawny shots, and cheer when 
the game is won. So far, over 50MEG has been 
used for these samples, but it has to be said that 
the effect is very impressive. 


RNYONE FOR... 


COURT IN THE RCT 



Before coding began, the 
Sampras Extreme team sat down 
with the available PlayStation 
tennis games and made a note of 
what they liked and disliked 
about them. As most PlayStation 
owners will attest, the initial 
batch of tennis games for the 
Sony machine have been superb 
in terms of presentation and 
camera views, but unrealistic 
and unwieldy to control. Thus, 
the obvious path was to expand 
upon the basic playability of the 
Megadrive game, but add the 
assorted frills and angles we 
expect from a 32bit machine. A 
basic conclusion we're sure 
you'll agree, but one which leads 
us to ask why Tonkin House and 
Ocean didn't realise it. Every¬ 
thing in Sampras Extreme is 
geared towards making things 
easy for the player. The Dpad is 
used to guide your chosen player 
across the court, with the four 
facia buttons effecting lobs, 
backhands, and normal returns. 
However, each shot is decided 
by the timing of the swing, 
height of the ball, and its bounce 
- with the ball returned in any 
one of nine ways, depending on 
the aforementioned factors. 

This, therefore, allows the veter¬ 
an player to smash the ball, tip it 
over the net, or lob it towards 
the back line. 



WIRED UP AND ASKED TO PERFORM 
HUNDREDS OF SHOTS. 




The ASSORTED CROWD EFFECTS 


THE PLAYER IS GIVEN A FLY¬ 
PAST OF THE COURT AND ITS SURROUNDING AREA, AS 
CODEMASTES FLEX THEIR 3D MUSCLES . 


Sampras Extreme mimics the real 
thing in that the player gets to 
travel the world in search of new 
victories. The basic aim of the 
game is to battle your way 
through the CPU-controlled 
seeded players in singles or dou¬ 
bles matches (the latter of which 
allows four players to take part 
using a Multi-tap), until Sampras 
himself steps up for the chal¬ 
lenge. The path to 'Pistol' Pete, 
however, is a winding one across 
China, France, Australia and 
other notable tennis venues 
each of which plays host to clay, 
grass, and indoor courts. In 
keeping with their promise to 
make Sampras Extreme as user- 
friendly as possible. Codemas¬ 
ters' programmers have includ¬ 
ed a number of switchable cam¬ 
eras which allow the player to 
view the action from the normal 
first-person view, through their 
player's eyes, or from a floating 
point. Similarly, a secondary 
camera controller allows the 
user to pan around the court and 
view the action from virtually 
any angle - even from within 
the stands. 
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JULY 

TBA 

KONAMI 

1-4 

SPORTS 


THE RUNNERS REACH THE END OF THE 100M DASH , 


I AS THE SWIMMERS REACH THE END OF THE LAP , 


n 1983, a bizarre 
phenomenon 
JR gripped the 
__ mU video game 
^^J^F industry. With 
players still reeling 
from the lack of interaction in 
the laser disc titles, coin-op 
manufacturers went from the 
sublime to the gaw' blimey as 
binary athleticism became the 
new vogue. Konami started the 
trend with Track and Field, an 
ordinary enough mixture of run¬ 
ning events, shot putt and 
high jumping, but 
notably different in 
its control system. In 
order to make your 
on-screen Linford 
run at maximum 
speed, two but¬ 
tons were tapped 
as fast as possible, 
while jumping or 
throwing was effected 
using a third button. This 
odd system lead to frenzied, 
hunchbacked arcade athletes 
slapping away to attain new 
world records leaving machines 
with desperately battered cas¬ 
ings in their wake. Bizarre as it 
may seem, the games popularity 
mushroomed and before long 
Konami unveiled a coin-op 
sequel - the brilliant 
Hypersports — and the games 
were making an appearance in 
the home. Ocean and Activision 
were the first to recreate the 
idea, with the former opting for 
a Daley Thompson licence to 
capitalise on the Decathelete's 
Olympic medals, while Activision 
took the idea a little too far by 
incorporating a gruelling 800 
metres run as the finale to their 
title. Thousands of joysticks 
were broken, and keyboards 
bashed to pieces and then, as 
quickly as it appeared, the 
sports fad disappeared. 

Some twelve years after the 
fad dies, Konami have returned 
to their roots with an update 
version of the game that started 
it all. International Track and Field 
is all set to wreck a thousand 
Sony joypads, but gone are the 
cartoon-like sprites of the origi¬ 
nal, replaced by the first motion- 
captured characters to emerge 
from Konami's Japanese R'n'D 
team. Eleven events have been 
lined up to punish your joypad 
like never before, and Konami 
have also secreted a twelfth 
secret event for those with the 
stamina to make it through to 
the gold-winners' podium. 


NEEDED TO THROW THE SHOT IN THE RIGHT DIRECTION. 


THE JUMP BUTTON IS USED TO LOWER THE HEAD OF 
YOUR RUNNER INTO THE FINISHING LINE — GIVING HIM 
A SLIGHT SPEED ADVANTAGE. 


THE CAMERA PANS TO A TOP-DOWN VIEW. 


SEQUENCE OF EVENTS 


The original Track and Field coin-op spanned 
eight events, and these have all survived the 
transition to the PlayStation. Following the but- 
ton-slamming warm up of the 100m dash, the 
player is invited to participate in hammer-throw¬ 
ing, the javelin, and shot putt, before moving on 
to the 100m hurdles, pole vaulting, and the high, 
long and triple jump events. As mentioned, the 
basic controls involve hitting the square and cir¬ 
cle buttons as fast as possible, while the player's 
speed is shown as a yellow bar to the bottom-left 
of the screen. Things are complicated, however, 
when events call for the player to throw an 
object or jump, with the triangle button coming 
into play. When sufficient speed has been built 
up, holding the triangle button down prompts 
the throw and the angle of throw in determined 
by the length the button is depressed. For the 
majority of the events, forty-five degrees is 
ideal, but care must also be taken to ensure your 
player doesn't step over the foul line, or throw 
the object in the wrong direction. It's a remark¬ 
ably simple system, but timing and skill are 
essential to beat the qualifying times set by the 
CPU. Failure to do so results in disqualification. 

















































\AS THE RUNNERS LINE UP FOR THE 


BRING R FRIEND 


Using a multi-tap, four players can compete against 
each other for the medals and a position on the 
winners" podium. While the throwing and jumping 
stages are taken in turn, the track events and swim¬ 
ming pit the four players against each other on the 
one screen. Generally, the action zooms in quite 
close to the main sprites to maximise the impres¬ 
sive motion-captured animation, but in order to 
keep the four players in view the screen automati¬ 
cally pans out to keep the slower racers in the pic¬ 
ture - although eventually it gives up on the slow¬ 
est racer, and an icon appears to indicate the strag¬ 
gler's position! 


International Track and Field is the 
first Konami game to incorporate 
their motion-capture tech¬ 
niques. The result is quite simply 
some of the best sprite move¬ 
ment the PlayStation has seen to 
date, making the sprites in Actua 
Soccer and Alien Trilogy look 
decidedly wooden by compari¬ 
son. As the assorted characters 
warm up before an event they 
look unbelievably realistic, and 
the actual events themselves are 
improved no end by little sways 
and staggers which other games 
lack. Similarly, Konami's team 
have created individual charac¬ 
ters for each competing country, 
with England's swimmer resem¬ 
bling Sharron Davies, while the 
Kenyan shot putter is the stocki¬ 
est athlete of the lot — who also 
looks utterly dejected if he fails 
to qualify. 


Konami's motion-capture skills. 


START , THE CAMERA TRACKS DOWN 
TO THE STARTING LINE. 


V 

AYE . 

DISQUALIFICATION 


MOVE ON UP 


110m Hurdle 
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PLANS TO BETRAY POOR KIMBERLY . 
NICE CUY m EH? 


| essimism is rife in 
the minds of 
games program¬ 
mers. No one ever 
sits down and 
makes a happy, 
cheerful prospectus for the 
future of mankind. They're 
always wrecked, lifeless futures, 
riddled with vile semi-cybernetic 
monsters hell bent on wiping 
each other out. 

BLAM: machinehead is no dif¬ 
ferent really. Here we have a 
2005 scenario, where the multi¬ 
national giant Senclair have dom¬ 
inated all forms of modern life 
through their discovery of nan¬ 
otechnology. A process whereby 
molecules have been repro¬ 
grammed to perform every con¬ 
ceivable task, from medical tis¬ 
sue regeneration to building 
electronic components. 

However one of their program¬ 
mers, a rather loathsome piece of 
work called Tony, decided to 
inject his own DNA into the mol¬ 
ecules and before long he creat¬ 
ed an airborne virus and wiped 
out 99% of the planet. Nice 
chap,eh? 

Ten years later is where the 
game takes up the story, as tiny 
pockets of resistance try to fight 
the genetic mutants that the now 
unhinged Tony has populated 
Earth with. One particular duo 
are scientists Kimberly Stride and 
her sidekick, Orville (no, not a 
green bird). Finding out that they 
can't develop an antidote to the 
original virus, they set about cre¬ 
ating a bomb to obliterate Tony 
and his base of operations. 
Kimberly, however, has selected 
an even more unbalanced individ¬ 
ual as her friend and he knocks 
her out. 

When she awakes, she is 
strapped to the bomb, half naked 
and ready to live out Orville 
deepest perverse fantasies. 
Fantasies which add a whole new 
series of meanings to going out 
with a bang! 















OVER THE WORLD! HELP!! 


The mutant spiders have I 


kmiimiwm.HLucK'LY. 


AND GET 'EM GOOD! 


Get those spiders , girl 


CLRPPERBORRD 


JIC5RW 


~ . 


BLAM: machinehead features 
some very groovy looking FMV 
sequences. Unlike a lot of 
games, where these appear to 
be randomly inserted just to 
make the following Game Level 
seem interesting, careful atten¬ 
tion needs to be given to these 
bits. Dear old pervie Orville 
passes on important messages 
to Kimberly during these 
scenes which will prove essen¬ 
tial if she is to carry out her 
mission. And survive! 


Every so often, Kimberly gains 
access to a sort of cyberspace 
area, known as the 
Machinescape. Here, she 
comes across odd bits and 
pieces that are needed back on 
Earth to rebuild her real sur¬ 
roundings and enable herto 
complete her mission. 
However, selecting which 
pieces are needed is rather like 
looking at a disassembled jig¬ 
saw without a picture guide - 
you have to hope for the best! 


There are fifteen levels to complete, each one 
themed and featuring a very unique objective. One 
level in three ends with a massive underground 
Boss creature, usually one of "Flabby" Tony's more 
bizarre creations. 


I Most of the game\ 




JUNIOR SHOWTIME 


The game features three main protagonists, 
each clamouring for their fifteen minutes of 
fame. None of 'em will get it though... 

Doctor Kimberly Stride: a bio 
scientist determined to wipe 
the machinehead virus core of 
the face of this mechanised 
nightmare that used to be the 
planet Earth. 

Tony 'Flabby' Defresco: a com¬ 
puter programmer to whom the 
words 'bath', 'healthy living' 
and 'social life' have no mean¬ 
ing. He is now the machinehead 
that Kimberly has to eradicate. 

Orville McCardle: Kimberly's 
slightly less-than-savoury assis 
tant who straps her to the 
Vorpal Blade after redressing 
her in clothing straight out of 
his Skin 2 catalogue. 






CRRCKERJRCK 


EUREKR 


The Vorpal Blade is the name 
given to the flying bomb that 
Orville has attached his unwill¬ 
ing mentor to. Rather like Tony 
Defresco, Orville is a cou 
pie of sandwiches short of a 
picnic and seems to get great 
pleasure in wiping out both 
the machinehead core and 
Kimberly in one fell swoop. 
What will he do next? 
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Maverick is caught by surprise 


Gorgeous skyscapes 


_I FEATURE 

THROUGHOUT TOP CUN. 


FROM THE SILVER SCREEN 


Top Gun's flight sequences are interspersed with 
smart full-motion video cutscenes. Each scene was 
shot against a blue screen, the actors then placed 
onto computer-generated sets and eventually 
crammed into the game. Therefore each of the mis¬ 
sions if briefed by James Tolkien, the commanding 
officer who starred in the movie itself. There are 
also mission debriefings, as well as close-ups of 
pilots yelling "Splash one bogey!" after a success¬ 
ful kill. However, rumours of a scene in which 
Maverick and some cute flying instructor get it on 
are apparently untrue. 


om Cruise is a 
pretty successful 
guy. Each time 
■ he makes a 
_ Jmf movie he earns 
millions, he's 
adored by women 
across the globe and is married 
to blonde temptress Nicole 
Kidman - not bad for a short 
bloke. He also played the role of 
hot-shot pilot Maverick in the 
Eighties smash-hit movie Top 
Cun M even though he probably 
can't tell the difference 
between a negative-G roll and 
an Immelman turn. The point of 
all this is, if someone like Cruise 
can pilot a $50 million aircraft, 
then so can you or I. At least, we 
can virtually. 

Almost a decade on from Top 
Gun’s cinematic debut, Micro- 
Prose is set to release a flight 
simulation based on the movie. 
As well as sharing its title, the 
game borrows various other ele¬ 
ments from the film, including 
many of the pilots. Of course, 
the player isn't relegated to 
some cross-eyed test pilot used 
to flying prop-driven aircraft. 
Nope, would-be pilots are cast 
as none other than Cruise's 
alter-ego Maverick, buckled up 
inside the cockpit of a US Navy 
F-14 Tomcat. 

After breezing through the 
training missions at the Top Gun 
air base in Miramar, Maverick is 
assigned to countless sorties 
around the globe. Starting with 
straightforward combat runs 
against weedy Iraqi fighters, 
eventually the Yanks must 
engaging deadly Russian jets 
capable of outmanoeuvring and 
outgunning even the best 
America has to offer. 

Even though Top Gun is some 
way from completion, the Play¬ 
Station conversion promises to 
capture the heart-pounding 
excitement of the movie. Better 
still, it won't feature Berlin's 
Take My Breath Away. 


RED 5KY RT NIGHT 


BY A LARGE PIECE OP POPCORN 
THAT LANDS ON HIS WING. 


Top Gun pushes the PlayStation's light-sourcing 
abilities to the limit with the gorgeous texture- 
mapped landscapes and colourful horizons. 
Dawn raids are set against a sea of orange and 
red as the sun rises in the distances, while a veil 
of darkness covers the night-time bombing runs. 
While many of the missions are flown across 
desert wastelands with the occasional cacti dot¬ 
ted around,other backdrops 
include vast oceans and even 
over tiny villages complete with 
wooden shacks. 


MAY 

TBA 

MICROPROSE 

1 

SHOOT'EM UP 
















































ITop Gun is packed with missions , 


FROM STRAIGHTFORWARD DOG¬ 
FIGHTS TO CHALLENGING DAWN 

raids. Thankfully the F-14 
Tomcat more than capable of 

HANDLING THE JOB. 


Rather than opting 


IFOR A TRUE 

flight sim, Micro Prose decided a 

SHOOT 'EM UP WOULD BE MORE 
SUITED TO THE PLAYSTATION. 


BALD-HEADED JAMES TOLKIEN 
RETURNS AS MAVERICK'S COM¬ 
MANDING OFFICER. 




HIGHWAY 
TO THE 
DHNGER ZONE 


Like virtually every other flight 
game on the PlayStation, Top 
Gun is by no means a true simu¬ 
lation. Instead it's more of an 
aerial combat game, covering 
over the less thrilling aspects 
of flying, like fiddling with 
flaps and adjusting fuel load, 
with pure, unadulterated 
action. If you want technically 
accurate blueprints of the 
Tomcat's afterburners then buy 
a PC and a subscription of What 
Fuselage. However if it's 
Sidewinder-firing, Russkie- 
nuking dogfighting you're 
after, then Top Gun has it all. 


BEHINO YOU! 


In true flight sim style Top Gun is chock full of 
dynamic camera angles from which to pilot the 
multi-million dollar F-14Tomcat. Slipping inside 
the cockpit itself, numerous dials and gauges line 
the bottom of the screen making this the most 
authentic view. More exciting are the two chase- 
plane camera angles, one sitting just behind the F- 
14's red-hot afterburners and the other set slightly 
further back. The external views make the task of 
tracking enemy fighters a damn sight easier, 
although aiming the Tomcat's vulcan cannons is a 
little bit more tricky. 
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SHOOT 'EM UP 




f Tekken and Agile 
Warrior had a kid, 
it would proba¬ 
bly look some¬ 
thing like Deadly 
ikies. It's an inno¬ 
vative cocktail of 
aerial combat and beat 'em up- 
style joypad combos, a game 
where mastering killer attacks is 
just as important as pulling off 
high-g turns. It's weird, for sure, 
but at least it's a far cry from the 
swarms of run-of-the-mill flight 
games taxiing out onto the 
PlayStation runway. 

Like virtually every console 
brawler. Deadly Skies is a one- 
on-one fight to the death. But 
rather than roundhouse kicking 
to victory, the battle is fought 
between two aircraft flying over 
vast detailed texture-mapped 
landscapes. Heat-seeking mis¬ 
siles and machine guns replace 
dragon punches and fireballs, 
and rather than a flat fighting 
arena pilots have complete free¬ 
dom to fly anywhere they want 
- the sky is literally the limit. 

Another element borrowed 
from the beat 'em up is the 
energy bar that stretches across 
the top of the screen, detailing 
the damage status of each air¬ 
craft. Below this is a separate 
power bar that allows pilot to 
pull off special moves. However, 
rather than button combos exe¬ 
cuting extravagant attacks, 
they're used to manoeuvre the 
aircraft more skillfully. Loops, 
Immelman turns and speed 
boosts are all pulled off using 
Dpad and button combos, as 
well as countless other special 
moves unique to each of the 
eight aircraft. 

Of course, there are loads of 
other manoeuvres to master, 
but they're not half as exciting... 


The landscapes, over which the 
dogfights occur, are detailed and 
varied and range from the snowy 
mountains of the Arctic to the flat 
plains of the desert. Over the jun¬ 
gle, watch out for vast Inca temples 
that stretch into the sky, although 
most dangerous are the towering 
skyscrapers that 
sprout up from 
the depths of the 
city. Each land¬ 
scape is con¬ 
structed of tex¬ 
ture-mapped 
polygons and as 
result, they look 
pretty damn cool. 


THE SKY 


ROLL WITH IT 


Deadly Skies combines the frantic blasting of a shoot 'em up with 
beat 'em up-style combos. Each of the aircraft is capable of pulling 
off some spectacular stunts, from gut-wrenching loops to useful 
Immelman turns. As button combos get more complex as the diffi¬ 
culty of the stunts increases, so 
you'll need excellent finger dex¬ 
terity to execute the high-g turn 
or multi-missile. 

































ORDNANCE 

5URVEY 


As well as various special 
moves, each aircraft is also 
equipped with a selection of 
missiles and cannons. Although 
limited in supply, more can be 
collected by flying over the 
bonus icons. 



RECEIVE A USEFUL BONUS. 





Deadly Skies 'intro sequence 1 


FULL OF COOL RENDERED IMAGES. 



VULCAN CANNON 

Extremely difficult to aim and not particularly pow¬ 
erful, the Vulcan cannon is blessed with unlimited 
supplies of ammo. 


ii; 


| HIGH FLYERS 


Deadly Skies' hangar is jammed with eight 
aircraft, flown by one of many pilots from 
around the globe. Each of the jets handles 
uniquely, and the pilots have their own 
individual style of flying. So, which one do 
you prefer? 




HEAT-SEEKING MISSILE 

just acquire a positive lock and this fire-and-forget 
missile will automatically home in on its target. 




AKIRA SAKAMOTO 

Akira's F-4 Phantom is an 
old aircraft, and therefore 
it lacks speed and manoeu¬ 
vrability. Special moves 
include a cool Disrupter 
beam as well as smart 
high-g turn and multiple 
missile fire. 



WILLIAM SCOTT 

"Smokey" pilots an F-15 
Eagle, which has excellent 
acceleration but a naff 
turning circle. Using but¬ 
ton combos, Scott can pull 
of a Top Cun -style air¬ 
brake, a tracking beam and 
the excellent quick loop. 




BACKFIRE MISSILES 

These unguided rockets are perfect for taking out 
enemy bogeys on your six. They're quite difficult to 
aim, though. 


ISAAC WARZMANN 

The extremely manoeu¬ 
vrable F-1 Mirage has a 
brilliant special move 
called the Fist of Fire, and 
makes Isaac "Goliath" 
Warzmann one of the bet¬ 
ter pilots in Deadly Skies. 

MEI MEI CHEN 

Mei Mei's super-fast MiG- 
29 Fulcrum is equipped 
with a cloaking device that 
makes it temporarily unde¬ 
tectable by radar. Jolly 
smart, eh? 





GLIDE BOMB 

When launched, the glide bombs must be manually 
guided towards the target before tapping the but¬ 
ton to detonate. Although a direct hit is difficult to 
achieve, they do cause a hell of a lot of damage. 


HELENA HAGEN 

The F-16 Fighting Falcon 
has the fastest accelera¬ 
tion of all the aircraft in 
the Deadly Skies line-up. 
Providing she has enough 
power, "Blondie" can per¬ 
form the Devil's Spin 
which is quite, urn, good. 

GHOST 

Ghost pilots the F-22, and 
is one of the most difficult 
pilots to battle. When 
activated, the tracking 
beam drags opponents 
within ramming range, so 
keep the afterburners 
locked on full. 

ANDY 

RAF pilot Andy is strapped 
inside a Harrier Jump Jet 
which, with it's VTOL 
capabilities, has cool 
acceleration. It's a bit on 
the slow side once it gets 
going, though. 



BRUCE 

Square-jawed American 
Bruce flies the F-14 
Tomcat, the best all-round 
aircraft available. This 
craft is by far the best 
option for rookie pilots. 
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VI JmJ Nicklaus, Tony SSE 

Jacklin and all the ||9 
others. It is Peter 
Alliss, Ronnie Corbett, Bruce 
Forsythe and Jimmy Tarbuck 
who sum up the game of golf to 
me. A lot of rather sad variety |gg| 
artists whose Saturday evening 
shows had finished, teaming up 
for rounds of Pro-Celebrity Coif. The series 
ran alongside Pot Black and Top Jack, all of 
which seemed to be BBC 2's attempt to 
make the world's three most visually 
tedious sports palatable to their highbrow 
viewers. All it really provided was the 
opportunity for Alliss to grimace, guffaw 
and gurney at his guest-of-the-week's fee¬ 
ble out-dated jokes. And put viewers like 
me off golf for life. 

On top of all that, golf has always 
seemed to be the preserve of the rich and 
wannabe-famous who, rather than playing 
in jeans and a T-shirt, seem compelled to 
splash out on expensive 'golf-shirts', dia¬ 
mond-patterned Pierre Cardin sweaters 
and check trousers. Even the footwear has 
to be special 'golfing shoes' or the specta¬ 
tors stare at you in horrified fascination 
because you've worn Nike trainers onto 
the grass. 

So here we are, with Konami entering 
the 'let's do yet another golf sim for the 
PlayStation' and the rest of us left won¬ 
dering what exactly Konami Links will do 
for the genre that US Gold's World Cup 
Coif and EA's PCA Tour haven't already 
done. And with Actua Coif still to come ... 

Again we have the now-obligatory 
power bars, nice green links and sand¬ 
banks, a couple of ponds, irons and little 
white balls, some targetting and grids on 
the ground and ... er... oh yes, those lousy 
trousers. Now, if they added a bit of light 
relief, such as extra points for thwacking 
your caddie, breaking the clubhouse win¬ 
dows or knocking a bird or two out of a 
tree, well, it would at least make it unique. 

Now, let's see what makes Konami Links 
so different from all the others... 




ANIMATED WITH A GOOD 
USE OF COLOUR AND LIGHT. 


The courses are lavishly 
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LECTIONS ON THE WITTER 


Konami Links boasts some quite stunning graph¬ 
ics, with the courses looking rather summery. The 
trees and skies are reflected nicely in the water 


and it seems a shame that it'll soon be overrun by 
golfers. I can't wait to see what happens when you 
plop your ball into the middle of these pools. 


The drives and follow through 


MOTIONS ARE EXCEPTIONALLY GOOD 
AND THE BALL IS EASILY FOLLOWED 
UP THE COURSE. 
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There are a number of players from you 
to choose from, none of whom are real 
(oh, I really wanted to be Jimmy Tarbuck) 
but all of whom vary in their skills. And 


don't forget, this might be the only 
opportunity to ever have to justifiably 
wear hideous checked trousers, daft 
pullovers and silly tarn o'shanters. 



cHwwm 


LUCK 





RNGLE RND POI5E 


A variety of point-of-views are available to you, 
so that you can cover just about every potential 


angle you might want, and a few more besides, 
we venture to suggest. 
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ON TRROET 



KEEP THOSE SICHTS OH THE BALL 


The game features an interesting 
addition to the usual power-bar 
led drives, as you can clearly 
decide where you will strike your 
ball, using a set of crosshairs. 


AND NOT THE DOWNRIGHT STUPID 
PAIR OF TWEED KNICKERBOCKERS 
WORN HERE. 








INGREDIENTS ARE IN KONAMI LINKS, 
INCLUDING VARIED SURFACES, 

GRIDS, POWER BARS AND, YES, EVEN 
THE EVERPRESENT SCORESHEET. 
















































































PlayStation 


every 


Vulcan Vinyl (£89), Radium Faceglo 


(Qurie Labs, £2.50 a gobbet) and Skintight 


Spaceflight Nitetights (Tinpins, £32). 


The inspiration: Origin’s Wing Commander III 


a star-studded 


that combines 


movie-making expertise with an adrenaline-packed 


space combat simulation, featuring the talents 


Rhys-Davies and Tom Wilson as Maniac' 






Wing Commander III 

by 

Origin Systems 



ORIGIN 

Interactive Movie " 
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Aiesi 

28.912 + 0.025 
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hat would you expect to see in the ultimate PlayStation FI game? Every team from McLaren to 
Williams to Benetton? Every driver from Hill to Mansell to Schumacher? How about commentary 
from the legendary Murray Walker? Well look no further than the forthcoming release from 
Psygnosis. PlayStation Plus reports from deep in the pit stop. Buckle up! 
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T hough PlayStation owners have been pretty well catered 
for as far as racing games go, one request that seems to 
pop up more often than any other is for a decent Formula 
One game. Certainly we have Ridge Racer Revolution and 
The Need for Speed for lovers of the straight racing game, 
while the likes of WipeOut and the forthcoming Impact Racing satisfy 
those who need guns to lure them to a racing game, but how about a 
decent simulation featuring the ancient art of driving round and 
round bloody fast? Well, as if in magical reply, Psygnosis have just 
the game, cunningly entitled FI (no, really). 

As well as promising all the Psygnosis know-how and jiggery-pok¬ 
ery that has given Psy' one of the best reputations in the business, by 
signing the rights to do the official 1996 Formula One licence they're 
in a position to feature all of the real tracks, teams and drivers from 
the 1995 season. Though it's taken a bit of persuading on some 
parts, official Formula One teams and members have disclosed vital 
information, allowing Psygnosis to create about as accurate a copy as 
possible as far as car specifications and circuit layouts go. 


As well as using graphics and 
insider information to create the 
right atmosphere, the accompany¬ 
ing music thrashes along thanks to 
the likes of widdly-widdly guitar 
god, Steve Vai (who contributed 
the track. Juice, from the album 
Alien Love Secrets ), Joe Satriani 
(with the tracks Summer Song and 
Back to Shalla-Bal ), and 12 in-game 
rock tracks from Psygnosis' own 
team. Other atmospheric additions 
come via a choice of realistic cam¬ 
era views (in-car, multiple external 
views, official television rostrum 
positions, or from any other car) 
complete with authentic Doppler 
effects depending on the position 
of your view and the action that is 
taking place. 

Though the game doesn't claim 
to be a complete simulation, it 
does feature two modes; Advanced | 
and Arcade. Arcade is an out-and- 
out racer, aimed at the arcade 
gamer who just wants to blast 
around the tracks without worrying | 
about damage, pit stops and polite 
driving. The Advanced mode offers 
a more serious game, with all lap 
times, car dynamics and regula¬ 
tions in place. With options such as 
car set-up, pit and fuel strategy, 
and dynamically changing weather 
conditions, this game style pro¬ 
vides a challenge for the more 
mature gamer. Deeper considera¬ 
tions in this mode even include 
variable downforce, rigid corner¬ 
ing, handling, and more and more... 


W ith realism so high up 
on Psygnosis' list of 
priorities, the teleme¬ 
try from Formula One cars was 
examined in pain-staking detail 
to ensure that the dynamics for 
their vehicles were correct. 
Further car model information 
came from the Formula One 
Constructors' Association, as 
well as photographic reference 
showing cars from every possi¬ 
ble angle. The in-game cars 
themselves actually appear at 
two different resolutions 
depending upon their distance 
from the player. It was found 
that, after the cars had passed 
beyond a set distance on a 
straight, you couldn't tell the 
difference between the normal 
high-detail cars (built with 
between 400 and 450 polygons) 
and the low-detailed cars (90- 
100 polygons). 

Each car is also fully textured 
and gouraud shaded — some¬ 
thing that, rather amazingly, 
hasn't affected how many cars 
can appear on-screen at any 
one time. Our faithful Play¬ 
Station appears to be more 
than happy to have all 26 cars 
on screen, with distant appear¬ 
ing in their low-detail form. 


IN CARS 


OBJECTS IN Fl, 
EACH CAR HAS A 
DETAILED WIRE - 
FRAME MODEL. 



ers. He s... Anybody seen the driver? 
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Yet another 
example of 
the stunning, 
and indeed 
bloody accu¬ 
rate, graphics 
that are being 
used in F 7. 
When on the 
move, these 
backdrops 
look quite 
stunning. 


BERGER 
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Bizarre Creation's Martyn 
Chudley still reels from this dis¬ 
covery. "To be honest, the 
machine is still surprising us! 

We recently put in the code for 
the starting grid set-up, with all 
26 gouraud-shaded cars on one 
of the most detailed parts of 
the circuit, and then cringed as 
we waited for the machine to 
drop a couple of frames. But it 
didn't! It's only when you see 
all the cars heading off into the 
distance at 25 frames per sec¬ 
ond (30FPS on NTSC!) you realise just how 
powerful the PlayStation is. Imagine what 
we're going to see when the developers have 
had their chance to really study the machine!" 
Well quite. 

All 26 of the cars featured in FI have been 
modelled from their individual team diagrams, 
photographs and video footage, so that all the 
cars are of a unique design rather than just the 
same model with different colours painted on 
(as with a number of racing games). 

The finishing touch — as far as the realism of 
the car goes — comes from the in-car sound. 

Just to be sure that they'd 
captured the most realistic 
sound effects possible, the 
developers went as far as to 
strap a DAT recorder to a dri 
ver's body! 


The cars are created using a special package that 
first builds an accurate wire frame body... 


...which is then textured to give the correct depth 
and dimensions... i- 




...and then finally given the 
correct team design, logos 
and colours. 



Gachot 

5chumacher 

Verstappen 

Hill 

Diniz 

Coulthard 

Moreno 

Alesi | 

Martini 

Mansell j 

Lamg 

Berger j 

Badoer 

Brundle 

Suzuki 

Herbert 

Panis 

Katqama 

Wendlinger 

Hakkinen 

Boullion 

Blundell 

Frenzen 

Salo 

Montermimi 

Inoue 

Lavaggi 

Papis 

Deletraz 

Magnussen 

Tarquini 

Barrichello 

Villeneuve 

Schiattarella 

Morbidelli 

Irvine 
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I think it's fair to say this man is in trouble! ...who then run away. Gits! Come back! Ah, faithful old Arthur Extinguisher. Er... the 

call the trusty pit stop crew... car's in the smoke somewhere. 


















F I features all 17 of the official circuits 
(ranging in length from 3.3 to 7km long) 
and in the name of realism the Bizarre 
Creations team has gone to almost obsessive 
lengths to ensure that the tracks featured in FI 
are as near-perfect as possible to the real thing. 
The track models the team has created have 
been painstakingly modelled from the survey¬ 
or's track maps and data, while visual reference 
has come from over one hundred hours of video 
footage. A specially written editor has been 
used to digest all of the track layout details 
entered, where accurate heights and dimen¬ 
sions are applied to start off the 3D modelling 
stage. Once they have this base model to work 
with, further details such as barriers, rumble 
strips, run-off areas and trees are added to form 
a highly accurate but bare circuit. 

The next stage involves loading this model 
into Softimage on Silicon Graphics machines so 
that more complex buildings and details can be 
added. Television cranes, pit facilities, large- 
screen video displays, and all manner of objects 
are added to give each track the highest level of 
realism possible. Though it's a time-consuming 
activity, all of the individual objects are mod¬ 
elled by hand - adding to the authentic look 
and feel of each track. 

A major problem encountered by the team 
was that many problems traditionally overcome 
by the design of a 'fantasy' racing game had to 
be addressed in the programming, as no 
changes could be made to the track layouts. For 
example, draw distance problems can usually be 
avoided by having curved, steep-sided circuits, 
thus removing 'pop-up' from the unseen dis¬ 
tance. However, with the tracks being so accu¬ 
rate to the FI designs (with loads of long 
straights, flat plains and other programming 
nightmares) more direct solutions had to be 
found. Of course. I'm not allowed to explain 
why, as these techniques are as secret as the 
Colonel's recipe! Bugger. 


Stage one: A damn accurate set of dimensions are 
entered to create a wire frame model of the 
Monaco track. 


iCHUMACHf N 


Stage two: Textures and solid blocks are added to 
give the track its third dimension. 


Stage three: Lastly,finer details are added to 
make as realistic a copy as possible. 


Red goes for the lead, attempting to cut white 
off on a sharp corner. 


However, choosing to ignore all racing eti¬ 
quette, white smashes into red. 


Leaving him to the mercy of the other cars 
while he scarpers. Ha ha! 
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M any of the sports 

games so far seen on 
the PlayStation have 
done their best to make use of 
well known personalities to 
provide commentary. 

Psygnosis wanted a similar 
feel for FI, and there was 
absolutely no question about 
who should provide the voice 
- the great Murray Walker. 
According to Bizarre 
Creation's Martyn Chudley, 
after a couple of hours getting 
to know the game Murray 
"launched himself into the 
commentary with his charac¬ 
teristic excitement, as if he 
was at the circuit watching the 
real thing!" 

Over twenty pages of script 
were recorded, with every 
possible event being covered 
in a number of different ways 
to avoid the repetition and 
annoyance evident in previ¬ 
ously commentated games. 
Phrases were recorded in a 
way that enabled linking, so 
Murray might shout "Alesi! 
He's taken the lead!" or "It's 
Damon Hill! He's taken the 
lead!" without the player feel¬ 
ing like they're just hearing 
the same samples over and 
over. There's an enormous 
amount of speech now sam¬ 
pled (over an hour if played as 
a continuous track) and 
Murray fans (if such a body 
exists) will be pleased to know 
that it's littered with familiar 
'Murrayisms'. Look out for 
such 'classics' as "If I am not 
very much mistaken... I am 
very much mistaken!" and so 
on and so forth. 


BARRICMCllO 


u22IZE22it20 ,s ONE 0F THE 

MOST DETAILED PARTS OF THE 
TRACK, BUT STILL MANAGES TO 
HANDLED ALL 26 CARS. 
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'Excuse me! I believe that all this smoke is a 


"Yes, I'm now sliding backwards and the smoke "AAAARRRRRGGGGG!!!" 
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THE ROBOTS ARE TAKING OVER. 


TAKE CONTROL 


QUITE BIZARRE! 


TECH SPEC 


B ecause of the size and 
complexity of the game, 
the computer drivers 
need enough artificial intelli¬ 
gence and decision-making 
capability to run their own race 
when not involved with the 
player. A popular system for Al 
in racing games involves giving 
the CPU drivers a set path to 
follow, but this can cause prob¬ 
lems and confusion when the 
pattern is disrupted. Other 
games utilise a single dynamic 
model where all the drivers fol¬ 
low the same rules and drive in 
the same style. The main prob¬ 
lem with this method is that it 
leaves the drivers without much 
'personality'; each driver en¬ 
countered acting in an entirely 
predictable way. 

The FI team decided that 
they would create a computer 
opponent that constantly 
assesses its surroundings, 
analyses its situation, and 
makes real decisions affecting 
its speed and path. Live foot¬ 
age was picked apart to ensure 
that the drivers behaved realis¬ 
tically; reacting to events with¬ 


• Technically advanced 3D 
engine- 5,000 per game 
frame with 150,000 3D poly¬ 
gons per second! 

• Smooth, 25 frames per sec¬ 
ond rendering (30 on NTSC). 

• Track models: up to 7km in 
length with between 60,000 
and 90,000 polygons with 
256 colour, accurately and 
highly detailed backdrops. 

• All dynamic objects are 
fully gouraud shaded, with 
dynamic light-sourcing for 
the car wheels. 

• Realistic dynamic changing 
weather effects - accurate 
to the statistics for each and 


in the distance of view a real dri¬ 
ver would have. Even more 
importantly... they want to win! 
Oh yes, no mindless drone cars 
here - each driver has a unique 
'personality' based upon the real 
life driver it represents (but I 
don't know whether Schumacher 
will be an enormous cheating git 
or not!) 

Every car has a set of parame¬ 
ters which can be altered to give 
the driver a unique approach to 
each race. Polite drivers such as 
Moreno will be more accommo¬ 
dating, pulling aside to let you 
pass, while challengers for the 
lead will be more aggressive. 

Another important _ 

factor in the Al is 
that the CPU cars 
aren't infallible. 

Sometimes they'll 

drive over the rum- ^ 

ble strips, some will *0 '■ 

nudge other drivers, 

some will even go 

wide on corners 

and, if involved in schumachee 
collisions, give over 36.648 

their controls to the 
'crash dynamics'. - 


MORENO 


CA MERA 

VIEWS , YOU CAN WATCH THE ACTION 
FROM PRACTICALLY ANYWHERE. 
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Just to make things even more 
interesting, Psygnosis have 
developed FI to work with the 
NeGcon controller and the new 
Mad Catz analogue steering 
wheel and pedals combo. Cwor! 
There's also the option to link 
PlayStations for either head-to- 
head action, or to use the sec¬ 
ond screen to watch from a 
'Television foot¬ 
age viewpoint'. 

Also, when the 
magical Play¬ 
Station network 
capability comes 
out, they'll be 
fully supporting 
that too! 


Bizarre Creations are the development team behind Psygnosis' FI, 
headed up by Mr Martyn Chudley. The entire team consists of seven 
programmers, five artists and one researcher who has been responsi¬ 
ble for the collation of all the Formula One details. Martyn himself 
has been developing software for Psygnosis for several years, pro¬ 
ducing titles such as The Killing Game Show (Fatal Rewind on 
Megadrive) and Wiz 'n' Liz. 


In a stunning bit of driving, yellow manages to White isn't happy at all, and proceeds to shake And he's gone bonkers! Yes, he's lost it corn- 

take himself and white right off the track. his fists in a jolly angry fashion. pletely! And there goes the helmet!! 
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Visit EA SPORTS on the Web at http://WWW.ea.com/ • For more information about NBA 96, call 01753 546 465, email uk-support®ea.com, or write to: Electronic Arts. P.0. Box 835. Slough, Berkshire SL3 8XU. 

IT'S in THE GAME, 11 S IN THE GAME" are wgisteted trademarks of Electronic Ait--. • The individual NBA and NBA team identif«.ati0fj$ t )de» . 




The NBA, the whole NBA, and nothing but the NBA. You gonna play ball? 

NBA Live '96 takes you close, closer, closest to the nerve-shredding, teeth-grinding tension of the real NBA. 
Unique Virtual Stadium™ technology lets you live the game from anywhere on court. So now you experience every 
alley oop pass, power dunk and tip-in from any angle, whether it's the back row, free throw line or ridin' the pine. New 
for '96, Create and Trade Player options 
machine. But be warned - every player 
and custom teams) is waiting to pick your 
up against? Just check the stats. Hot Streak 
and who's making up the numbers. Animated play diagrams illustrate every move and you can call plays 
on-the-fly for instant results. And when it's raining baskets, the shot display report lets you know which 
way the wind's blowing. NBA Live # 96- NfiXt GGHGTdtlOH bdSkGtbdIL 



let you perfect the ultimate scoring 


from all 29 NBA teams (plus conference 


players' pockets. Wanna know what you're 


indicators show you who's scoring the points 
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Occasionally you ll find some 
INNOCENT CIVILIANS CA UCHT UP IN ALL 
THE NASTY MAGIC, SO FEEL FREE TO CAST 

a Possess spell in their direction. 
This will plop a little white flag 

ON TOP OF THEIR BUILDINGS AND 
CLAIM THE SETTLEMENT IN YOUR 
NAME. The TOWN WILL THEN SLOWLY 
jk EXPAND , UNTIL IT GETS TO A SIZE 

^k WHERE IT STARTS PRODUCING ITS 
k OWN ARMY OF ARCHERS FOR PRO - 

H tection. With the town in 

YOUR POSSESSION , THESE 
k ARCHERS WILL AID YOUR CAUSE 
I SHOULD ANY ENEMY WIZARDS 
% VENTURE TOO CLOSE. 


a hough I'm sure 

i hardly any of our 
i readers noticed, 

’ I didn't really 
take part in the 
last issue. Instead I 
spent most of my month sitting 
at home, feeling pretty crap, and 
overdosing on Lucozade. Such 
are the delights of Pneumonia. 
Oh yes, not one to be ill by 
halves, I went the whole hog and 
ended up in hospital. The only 
good side to this was that, when 
I got home (armed with a certifi¬ 
cate for two weeks at home) I 
finally had the chance to get my 
teeth into some of the games 
that've passed through the 
PlayStation Plus offices without 
me having a good gander. I man¬ 
aged to complete Doom after 
about a week; X-COM kept me 
going for about the same; and 
Worms was, shall we say, a con¬ 
stant companion. Let me just say 
now, though, that I wish I'd had 
Magic Carpet then, because I 
have a strange feeling that I 
might not have come back to 
work quite so quickly. Yes, it is 
that good! 

A simple game in theory, but 
one that takes quite some play¬ 
ing, Magic Carpet sees you as a 
brave apprentice wizard, out to 
restore peace and equilibrium to 
a world buggered up by compet¬ 
ing necromancers. You have an 
ever-trusty carpet to fly about 
on, and an ever increasing selec¬ 
tion of magic spells to muck 
about with. Unfortunately, 
you're not the only David 
Copperfield after the world's 
energies, and just wait until you 
the dragons! 
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AS MENTIONED , THERE ARE OTHER WIZARDS OUT TO 
STEAL ALL THE MAN A AVAILABLE. ON A LEVEL SUCH AS 
THIS ONE , THERE ARE SEVEN OTHER WIZARDS TO COMPETE 

with! Cripes. 


YOU ARE ALLOWED TO HAVE TWO SPELLS ACTIVE AT ANY 

ONE TIME. These ARE SELECTED by calling up your _ 

SPELLS MENU AND ASSIGNING ONE SPELL TO YOUR LEFT 
BUTTON AND ONE TO YOUR RIGHT. SIMPLE. 
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CRATER 


□ Though not as powerful as later 
earth-shifting spells, the Crater 
spell does make a very nasty mess. 
Shoot this spell at a distant part of the land¬ 
scape, and then squeal in delight as the land 
strains and warps, leaving a massive crater. 


Good for buggering up enemies' 


I SPELLBOUND 


There are 24 possible spells to be found 
and used in Magic Carpet, and though you 
start out with only the very basic ones, it's 
not long before you're chucking enormous 
meteors and the like all over the shop. 
Here are but a few of the more visually 
attractive spells. Huzzar! 


Lummtsm 



was a great fan of the 
PC original, and I'm 
pleased to announce that 
the PlayStation version mimics this 
rather splendidly. Although prone to 
bouts of slowdown when the playing 
arena becomes impossibly packed with 
beasties, the sheer playability of the 
title won me over. Magic Carpet initially 
grabbed me with the rather attractive 
pastel sky hues, and the PlayStation 
colour palette seems to have been prop¬ 
erly explored when applying textures to 
the scenery and monsters. The actual 
game takes a while to get the hang of, 
but perseverance is definitely worth¬ 
while as it offers a wealth of playable 
levels, the like of which has never been 
seen before. If you thought that Doom 
had a plethora of arenas, prepare to 
invest even more of your social life in 
Magic Carpet ; as the 75 lands you need 
to return to equilibrium become increas¬ 
ingly difficult, and take months to mas¬ 
ter. To combat the difficulty level. 
Bullfrog have wisely included a great 
many spells (as you can see from this 
page), and these round the whole expe¬ 
rience off marvellously. Hats off to 
Bullfrog for an astounding port-over. If 
you're planning a year off, buy this! 


THE WISE MRN 
BUILT HIS HOU5E 
UPON THE ROCKS... 


As you progress through each level you'll 
need somewhere to store all of that lovely 
mana you're collecting, not to mention a safe 
haven where you can recharge your batteries 
every now and then. Voila! Why not build 
yourself a nice big castle. 


FIREBALL ■ EARTHQUAKE 



pet, causing a fair old amount of damage. landscape. Just cast the spell towards the 

Though this isn't a homing weapon, using the ground (this spell doesn't work on water) and 

game's targeting system goes some way to a huge crevasse will morph out of the earth, 

ensuring you hit your intended foe. Very dramatic and very effective. 



P0SSE5S 


METEOR 


This spell is used to change balls [-;- The Meteor spell summons forth a 

of mana to your colour, as well as t ^ massive lump of flaming rock that 

possess neutral buildings. Of 1 ~ —J explodes with high damage upon 

course, there's nothing stopping opponents hitting the target. This will kill enemy wiz- 
from creeping in and changing them back to ards with only a couple of hits, reduce enemy 

their colour before the balloons arrive, so castles to rubble in seconds, and even make 

keep an eye on the 'All seeing eye' map. mince meat out of the mighty Wyvern. Grrr! 



From little 
acorns... Well you 
have to start 
somewhere, don't 
you? This is a Level 
1 castle - little 
more than a turret 
- but it at least 
delivers a balloon for your exclusive use.This 
can then be sent to start collecting mana 
balls until you have enough power to 
upgrade to the next stage. 


And so, with but 
the slightest of 
gestures, we see 
the Level 2 castle 
sprout from the 
earth. It has yet to 
fully emerge from 
the ground, but 
you can see that you get some perimeter tur¬ 
rets for your trouble. Unfortunately, at this 
early stage you're still restricted to the sin¬ 
gle balloon so the mana comes sloooowww. 












































Now we really are cooking with 
gas! This awesome spell causes the 
earth to well up into a gigantic 
eruption of red hot lava. As well as destroy¬ 
ing everything in the vicinity, this spell has 
the added bonus of periodically bursting 
forth with further eruptions. Damage 1 .! 


You'll get used to these gits long 
before you're able to create them, 
as they inhabit many of the earlier 
levels, causing major problems for anyone 
they encounter. Cast this spell and watch as 
an army of skeletons rises from the earth to 
annoy the crap out of your enemies. 


Pretty easy to describe, but hard 
to deploy effectively during bat¬ 
tle. This spell creates an impene¬ 
trable wall of fire, trapping and killing 
ground-based creatures. It's also good for 
burning down trees (that crackle so sweetly). 
Not one for environmentalists. 




An extremely handy offensive 
spell - and one that, thankfully, 
you find quite early on in the 
game. The best thing about the lightning is 
that it locks onto your opponent, and for as 
long as your mana lasts, you can inflict con¬ 
tinuous damage. Burn baby burn! 


Pretty simple this one - just cast it 
at enemy wizards to rob them of 
their personal mana supplies. This 
works in a similar way to how the Genies 
attack you, and seems to be more of a 'pain 
in the arse' spell than an actual major offen¬ 
sive attack. 


Only available on the 'Hidden 
Worlds' levels, this is a nastier ver¬ 
sion of the standard meteor spell. 
This little darlin' launches a hunk of flaming 
rock that zooms off to target whatever hap¬ 
pens is unfortunate enough to be in the 
vicinity. Very rewarding. 







Cast this one and watch as it 


Cast this for a brief flash of 


unleashes a vicious storm of white 


Thundercat-like "sight beyond 


electricity. What makes this even 


sight!" as enemy wizards and their *- 


better is that this area spell will shoot 
streams of death off in all directions, killing 
anything into which it comes in contact, 
within its radius. 


balloons appears on your map. This is partic¬ 
ularly groovy for the last stages of a level 
where, with all the incidental monsters dead, 
combat becomes pretty much one on one. 


Another of the more powerful 
weapons that you find during the 
early stages of the game. This one 
unleashes a rapid stream of fireballs, which is 
extremely useful for taking down enemy wiz-, 
ards' castles before you managed to get hold 
of the meteor spell. 


Ah, this is more 
like it! The Level 3 
castle sees things 
looking distinctly 
more, well, castle¬ 
like really. It's at 
this point that 
things start get¬ 
ting more interest¬ 
ing as the amount of mana now being stored 
opens the way for more dramatic spells. This 
is a good time to go on the offensive. 


Jumping forward a 
couple of stages 
(and then stepping 
back for a better 
view) we can see 
things getting 
pretty impressive, 
with lots of extra 
turrets and a few 
more walls for protection. As your castle 
increases, enemy wizards have to fly deeper 
into your defences to do any real damage. 


And here we are — 

folks, the biggest 
castle I could man¬ 
age in the time 
allotted - and 
ain't she a beauty! 

No-one, and I 

mean absolutely _ 

no-one, is coming 

in here without my permission. Even if they 
do, they've got a squadron of my archers to 
get past. Hurrah for me, hurrah! 
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THE MRGIC CRRPET BESTIRRY 


VULTURES 

One of the 
first creatures 
you're likely 
to encounter 
in the game, 
the vultures are a right old pain 
in the butt simply because of 
their persistence and numbers. 
They are, however, a valuable 
source of mana in the early 
stages of the game. 


SKELETONS 

These bug¬ 
gers wander 
the lands, 
causing major 
damage to 
castles and balloons (and you if 
you're too close). These are best 
attacked with a decent area spell 
such as Meteor or Lightning 
Storm and should be harvested 
for multiple mana balls. 


TROLLS 

Trolls are like 
apes, only a 
lot slower 
and a lot 
tougher. 

They not only throw boulders for 
fun, but are able to recover from 
damage very quickly. If you're 
going to kill a troll, make sure 
you do it properly. And sorry 
about all the short sentences. 





WORMS 

Though fairly 
slow, these 
worms can 
hurl fireballs 
and take a 
fair amount of damage before 
bursting forth with tons of 
mana. They hunt in packs of 
three, and though easily avoid¬ 
ed, should be exploited for the 
high levels of mana they carry. 


KRAKEN 

Gits of the 
highest 
order, not 
only do they 
rise from the 
watery depths just when you 
don't want them too, not only 
do they fire lightning bolts right 
up your pipes, but they also like 
to use the Duel spell to trap you 
while they kick you about. 


GENIE 

Genies are - 
and I wanna' 
make this 
quite clear- 
a complete 
and utter pain in the arse. They 
fire projectiles that rob you of 
your mana and, although fairly 
easy to dispatch, have a nasty 
habit of teleporting into you 
right in the middle of a battle. 





ARCHERS 

More a minor 
annoyance 
than a huge 
problem, but 
one that 
should be dealt with if only to 
show how big and clever you are. 
A better tactic is to make friends 
with the settlers, thus keeping 
the archers on your side. 



whatsits. They're armed with 
Lightning Bolts, travel in num¬ 
bers, can see through Invisibility 
spells, but won't attack you 
unless you attack them first. 


GRIFFIN 

If I were you. 
I'd make 
friends with 
these majes¬ 
tic flying 



CRABS 

Crabs start 
out small and 
fast, throw¬ 
ing fireballs 
and making a 
nasty noise, but as they absorb 
more mana, they grow. In their 
middle stage of growth crabs 
use lightning, while the final, big 
daddy crabs throw meteors. 






Around the levels you'llI 


WYVERN 

No, I haven't 
just dropped 
something on 
my keyboard, 
that's how 
you spell it. And to you and me, 
it's a bloody big dragon, okay? 
This is the nastiest thing you'll 
come across in Magic Carpet. It 
fires rapid fireballs, eats castles, 
eats mana, is immune to the 
Rebound spell, and regenerates 
health back to full power in a 
very short amount of time. Come 
across three of these and (unless 
you have a Persil Automatic 
spell) it's brown trousers time! 


BEES 

I hate bees. 

Really. Give 
me a level 
seven wizard 
to take on; 
throw me into a lake filled with 
kraken; just don't give me bees! 
They come in swarms, they're a 
pain in the arse to target, and 
they just keep coming. Best 
approached with Lightning Bolts 
and/or Lightning Storms. 


DRAGONS 

Despite not 
looking much 
like the tradi¬ 
tional drag¬ 
on, these are 
really nothing more than flying 
worms. Though billed as a 
tougher version of the worm 
(fireballs and all) I actually find 
these easier to hit simply 
because, being airborne, it's 
very hard to miss them. 


APES 

What with 
these massive 
geezers hav¬ 
ing tree trunk 
arms and the 
ability to throw boulders as if 
they were cotton wool buds, 
these apes are to be attacked as 
soon as possible. If left to their 
own devices, they'll happily 
plough their way to your castle 
and blow it to buggery. 


EMU 


RIDERS 

Otherwise 
known as 
'Archers on 
Speed' these flightless birds 
carry the bowmen around at high 
velocity, adding to the persis¬ 
tence factor and providing an 
endless supply fireball fodder. 
Just kill 'em as quickly as possi¬ 
ble and life'll be a lot easier. 


OFTEN FIND THESE ATTRAC¬ 
TIVE MIRROR-THINGS. FLY 
THROUGH FOR INSTANT 
TELEPORTATION TO ANOTH¬ 
ER AREA ON THE MAP . 



mum 


C mutt J] 


A scores 
guide stuck 
to my wall 
states that 90%+ games are 
"Excellent! Magnificent in 
every way. Go and buy it 
now." With this in mind I 
don't award such high 
scores lightly. I have, how¬ 
ever, absolutely no hesita¬ 
tion in awarding 90% to 
Magic Carpet as it's easily 
one of the best games I've 
played. As far as longevity 
and value for money goes, 
it's brilliant (especially with 
the additional 25 'Hidden 
Worlds' levels) and the 
depth of immersion for the 
player is the best I've yet 
encountered. To start off 
with I was quite concerned 
by the repetition of play, 
but by about the sixth level 
you start to get the hang of 
how things work, and after 
gaining some more impres¬ 
sive, nay rewarding, spells, 
things really take off. It's 
cleverly paced so that, just 
as you start feeling all cocky 
and powerful, you move on 
to the next level; starting 
again from scratch with 
weedy spells. This means 
that each level calls for solid 
strategy rather than just 
powerful spell casting. It's a 
shame there's no link-up 
mode, but this still remains a 
truly stunning epic. Buy it. 
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as Wing Comman¬ 
der III really worth 
UhP the $3 million it 
cost to make? This, 
and many other ques¬ 
tions will be answered over the 
next four pages, but first let's 
just consider the history of the 
interactive movie. It's track 
record is less than exemplary and 
after years of trying, software 
developers still haven't got it 
right. Even Wing Commander III, 
which boasts 'big name' actors 
and a compelling storyline, is 
basically just a series of linked 
full motion video sequences 
interspersed with numerous 
space combat sections. 

Having said that. Origin's 
attempt at the interactive movie 
is still a huge leap forward in 
terms of player interaction. The 
complex plot is structured such 
that the game can end in any 
number of ways, from the Terran 
Confederates defeating the 
Kilrathi or Mark Hamill's Colonel 
Blair dying in the paws of the 
enemy. Wing Commander III is 
always intriguing then, if a little 
cliched at times. 

But it's the twenty-odd mis¬ 
sions that provide the bulk of 
the excitement; the continuous 
stream of Kilrathi fodder and 
sheer variety of craft to fly mak¬ 
ing Blair's commanding role 
aboard the TCS victory that bit 
more bearable. Better still, 

Hamill has the opportunity to 
brush up on his love technique 
with porn star Ginger Lynn Allen, 
providing he makes the right 
decisions and is as equally 
impressive in the cockpit as he is 
in the bunk-beds. 

Even so, three millions bucks is 
a hell of a lot for a quickie 
behind the navigation computer. 
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WEWRNT YOU (HS R NEW RECRUIT) 


Blair is accompanied by a wingman on each 
mission, and must choose from the other 
pilots aboard the TCS Victory. Choose wisely 
though, as some of these hotshots would 
rather save their own asses than stay around 
to protect yours. 


| HOBBES I 

An old friend of Blair and a loyal servant of the 
Terran Confederation. Hobbes is a skilled com¬ 
bat pilot who can be relied on, but watch out 
for his Kilrathi roots. 


COMMENT 


VAQUERO 


Guitar-playing Mitchell Lopez is 
one of the friendliest pilots 
aboard the TCS victory and thank¬ 
fully his flying skills match his 
good nature. 


PUPPET MRSTER 


While many of the computer generated sets and 
spacecraft look cool, the Kilrathi puppets are less 
than convincing. Admittedly, creating a life-like 
cross between man and lion is a difficult thing to 
achieve, and while the beasts" faces are quite 
smart, their over-sized paws just look ridiculous. 
God knows how a race of giant pussy cats can 
threaten to dominate the universe, but I guess 
they get through a hell of a lot of kitty litter. 


[VAGABOND | 

Although a little off with Blair at 
first, Vagabond is an experienced 
combat pilot who will obey orders 
to the best of his ability. One of 
the better wingmen. 


MANIAC 


I COBRA 1 

Cobra's loathing for the Kilrathi 
make her a formidable pilot, but 
her personal anger can sometimes 
affect the way she flies. Keep an 
eye on this one. 


| FLASH | 

Flash is undeniably one of the 
Confederation's finest pilots but 
unfortunately he lacks the combat 
experience necessary to overcome 
the Kilrathi onslaught. 


The TCS Victory's wide-boy pilot 
who's always bragging about his 
conquests, over both the Kilrathi 
and the opposite sex. An excellent 
pilot but a bit of a lone soldier. 


Red-head Flint doesn't particular¬ 
ly like Blair, and as a result has a 
tendency to loose her cool in his 
presence.. Still, she's a fine pilot 
to have by your side. 


FLINT 




STEVE)] 


It's not really fair to cate¬ 
gorise Wing Commander III as 
an FMV game, as the cinematic parts are 
restricted to the linking scenes. These are very 
good, building up a strong plot which blends 
in with the space dogfight scenes well, and the 
personalities displayed coming to the fore dur¬ 
ing the space sections. The main problem, 
however, is these action sections are a tad 
tedious. Battling it out with the Kilrathi and 
their larger ships is fun to begin with, but des¬ 
pite new ships and weapons, attention soon 
wanes. Come back gameplay, all is forgiven. 
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RND... FICTION! 


The quality of acting in Wing 
Commander III is far superior to 
that seen in previous interactive 
movies, with well-known actors 
like Mark Hamill, Malcolm 
McDowell and John Rhys-Davis 
headlining a cast that also 
includes the likes of Tom 'Back to 
the Future 1 Wilson. Although giv¬ 
ing far from award-winning per¬ 
formances (hell, all they had to 
work with were vast blue screens 
and very tall men dressed as 
giant-sized cats), they provide 
much-needed emotional depth 
to what can sometimes be a ter¬ 
ribly cliched script. Even better, 
for once Wing Commander III 
actually looks like a movie com¬ 
plete with smart special effects 
and costumes, as opposed to a 
crappy home video shot on a 
cheap Handycam. 



IT’S YOUR DECISION 


Throughout the game Blair's decisions 
affect the overall outcome of the game. 
Although the result of your choice is not 
immediately apparent, it affects the moral 
of the TCS Victory - so mood is either 
high or low, depending on your decision. 
During key conversations with other crew 
members, Blair must choose his replies 


wisely. Piss off a wingman and their com¬ 
bat performance will deteriorate, thus 
making the task of fighting the Kilrathi 
more challenging. Also Blair's own skills 
affect the moral of the ship, and the crew 
are more likely to positively respond to 
Kilrathi attack if the Colonel bags a few of 
the ferocious felines during each mission. 



I’LL TRKE THRT ONE 


RBORRD THE VICTORY 


Colonel Blair has been assigned to one of the 
Terran Confederate's longest serving ships, the 
TCS Victory. Compared to the Kilrathi's 
advanced fighters it's terribly archaic, but it is 
home, nevertheless, to some of the best pilots 
in the galaxy. The ship itself is divided into 
three levels, with most of the crew hanging 
around the on the bridge. A more relaxed 
atmosphere can be found in the canteen, where 
pilots go to relax and tongues are loose thanks 
to potent space ale. Down on the flight deck. 
Commander Eisen is ready to brief Blair on the 
next mission while Rachel is busy preparing the 
fighters for combat. 



The Victory's engineer, the 
lovely Rachel, must first be 
convinced of Blair's flying 
skills before she allows him to 
choose which spaceship to fly 
during the next mission. Later 
in the game Colonel Blair gets 
to pick which of the four craft 
to pilot, as well as finalising 
the weapons line-up prior to 
take-off. 




This versatile light fighter is best suited for short 
range combat. Although fast and agile, the Arrow 
lacks the armour needed to fight the heavier ships. 
Still, an excellent choice for fighting the smaller 
Kilrathi craft. 



Colonel Blair gets the chance to fly this prototype 
of the latest Terran fighter. Extremely fast with 
unparalleled agility, the Excalibur also boasts 
impressive firepower. More than a match for the 
Kilrathi arsenal. 

































RTTRCK! 


WITHIN RRMS RERCH 


Piloting the different space fight¬ 
ers housed inside the Victory's 
docking bay is initially a bit of an 
over-whelming task, with the vast 
array of ship controls squeezed 
onto the joypad's Dpad and ten 
buttons. Flying the ship is pretty 
straightforward, handling just 
like an aircraft so pulling back on 
the Dpad lifts the ship's nose and 
so on. However, to toggle 
through weapons or select an 
exterior view a combination of 
buttons must be held down, a 
particularly difficult task in the 
heat of a battle. Still, it is a great 
easier than sending a simple radio 
transmission. To do this you must 
first select a ship to contact 
before wading through various 
menus to select the wording of 
your message. Phew... 




Rookie pilots strapped 
inside the cockpit of a 
Terran Confederate Arrow- 
class light fighter will 
probably find all the dials 
and futuristic flight instru- 


□ RADAR DISPLAY 

This short-range 
radar displays both enemy 
and friendly craft in the 
immediate area. 


□ LEFT VDU 

The left-1 


The left-hand moni¬ 
tor can be toggled to show 
shield strength, as well as 
operating the fighter's 
radio transmitter. 

□ RIGHT VDU 

The monitor on the 
right is used to to display 
the status of the ship 
you're currently targeting. 

WEAPON VDU 

All remaining missiles 
and active weapons are 
detailed on this visual dis¬ 
play unit. 


ments a little bit confusing 
at first. However, after a 
couple of missions, the 
geography of the HUD and 
the various read-outs 
becomes all-too familiar. 


□ GUN POWER INDICATOR 

Fire rapidly and power 
gradually decreases. Use 
short controlled bursts to 
maintain power. 

□ FUEL INDICATOR 

Fairly self-explanato¬ 
ry, really. This shows the 
amount of fuel which 
remains in the ship's 
tanks. D'oh! 


D AUTOPILOT 

When this 


When this light illumi¬ 
nates it tells the Rookie 
that the autopilot can now 
be activated. 

MISSILE LOCK 

Incoming missile 
threats are indicated here. 
If this light is illuminated 
it's time to panic! 



The Hellcat V is the most popular Terran fighter, 
balancing arms and armament with excellent 
manoeuvrability. The combination of neutron gun, 
ion cannon and various missiles make it a formida¬ 
ble opponent. 


The heaviest fighter in the Terran fleet, the 
Thunderbolt VII is packed with weapons, from the 
cool plasma and photon guns to the lethal torpe¬ 
do strapped to the fuselage. The ship's only draw¬ 
back is its lack of speed. 


COMMENT 



Wing Com¬ 
mander III is 
by far the 
best attempt at an interac¬ 
tive movie yet. The video 
sequences are stylish and 
well produced, the acting is 
surprisingly good and the 
absorbing (if a bit cliched) 
plot ensures interest is held 
from the very first laser 
blast until the Kilrathi have 
been defeated. Video play¬ 
back is especially good, the 
join between the digitised 
actors and the computer 
generated backgrounds 
being practically seamless. 
The FMV clips are also inter¬ 
active to some extent as the 
player makes dialogue deci¬ 
sions which effectively 
change the outcome of the 
game. However, in the 
'game' itself, the combat 
sections, are a bit of a let 
down. The presentation is 
virtually faultless but the 
gameplay a little awkward. 
Tracking the enemy is diffi¬ 
cult due to the unresponsive 
joypad controls. Also, the 
button combinations need¬ 
ed to operate many of the 
craft's features make it very 
difficult to play indeed. But, 
with perseverance. Wing 
Commander III is a pretty 
enjoyable epic that's one of 
the better FMV experiences 


on the PlayStation. 















































O t's been a long time coming, but at 
i long last the final pretender to the 
I PlayStation soccer throne has 
arrived. Created by Psygnosis' 
French division, it has been over six 
months since we got our first glimpse of 
Adidas Power Soccer and way back then we were 
promised realism that EA and Gremlin's games 
could only dream of. Now, with FIFA '96 revealed 
as a good solid player but lacking in speed, and 
Actua Soccer finally crawling on to the shelves as a 
nippy runaround but a slave to some less than 
favourable camera views, Adidas Power Soccer is 
ready to lace up its endorsed, three-stripe boots 
and kick them off the field. But if FIFA's speed 
makes it comparable to Chris Waddle and Actua' s 
to Andy Cole, is Psygnosis' Gallic contender the 
video game equivalent to Eric Cantona? 

From initial appearances, it certainly seems that 
Psygnosis have made a note of strengths and weak¬ 
nesses from existing football games. As such, 
Adidas Power Soccer has sprites similar in size to 
those of Konami's Goal Storm, has the numerous 
viewpoints of both Actua and FIFA , and expands 
upon the motion-capture techniques premiered in 
the Gremlin game. However, as Brian Moore — who 
incidentally provides the voice¬ 
overs for the Psygnosis 
game — is prone to say¬ 
ing 'at the end of the 
day it's goals that 
count.' It's time to 
settle the footy 
wars once and 
for all... 


WHRTEVER THE WERTHER 


In addition to allowing the user to deter¬ 
mine the refs efficiency (from blind to 
severe!), APS is played across four sea¬ 
sons, with the weather effects altering 
the way the ball reacts. Spring, for exam¬ 
ple, is the equivalent of a "normal' FIFA 
pitch with the ball bouncing well, low 
shots skimming across the surface, and 
players running at normal speed. The 
summer pitch is pretty much along the 
same lines, with the dry pitch throwing 
up clouds of dust if the ball bounces, and 
the autumnal pitch is darker in colour, 
indicating it is slightly rain-sodden. The 
downside of the wetter pitch is that the 
players move more slowly, and that the 
soggier surface weighs the ball down, 
making long shots and passes less accu¬ 
rate and powerful. Finally, the winter 
stage sees the players struggling with 
what appears to be an arctic scene, with 


KICK OFF 


The controls in APS are the same as those 
of past PlayStation kickarounds, with the 
four facia buttons used for passing, 
shooting, lobs and evading challenges 
when in possession, and for differing 
strengths of tackling when not - with the 
L and R buttons used to add after touch. 
The game begins with a default view of 
the pitch with the players running from 
left to right, and the camera intelligently 
zooming in to pick up on the action. It has 
to be said, that this system is far better 



the pitch completely coated in snow and 
ice. The players are slower to turn, the 
ball tends to skid making it harder for 
goalies to grasp, and a short passing 
game becomes the only way to make any 
progress. Any of these surfaces can be 
selected for friendly matches, and play¬ 
ers are advised to practice on each as, 
when playing a real season, the CPU ran¬ 
domly selects the weather. 



than the set views of FIFA and Actua as 
the zooming and panning flows well, and 
never leaves the player wondering where 
their forwards are. Similarly, a radar 
screen at the bottom of the pitch uses 
small icons to indicate positions, allowing 
for set-pieces to effected with ease and 
passing to be planned in advance. For 
purists who expect their 32bit 
kickarounds to be equipped with a multi¬ 
tude of camera options, Psygnosis have 
compromised, and four other views — 
side, sky, virtual, and pan - are available 
from the in-game options 










































































COMMENT 


MHTTj] 


As a lover of "the beautiful 
game' ("small boys in the 
park, isn't it — jumpers for 
goal-posts, rush goalies — marvellous...") 

I find it amazing that after all this time, 
nothing touches Sensible Soccer for instinc¬ 
tiveness of gameplay (on the Amiga naturelle- 
ment). This sounds a bit poncy but despite the 
visual treat that is Adidas Power Soccer the 
control method seems, well, a mite fiddly. 
Though I agree with Steve, that APS 's game- 
play eclipses Actua's (superior FMV and camera 
angles) I have to say that as far as PlayStation 
games go, I prefer FIFA for sheer enjoyment. 


We've had John Motson, we've had Barry Davies. 
Now, upping the ante, Psygnosis provide us with 
sampled commentary from crack ITV match mae¬ 
stro and die-hard Gillingham supporter, Brian 
Moore. As the match is played, Brian (who has a 
Gillingham fanzine entitled Brian Moore's Head is 
the Same Shape as the London Planetarium , named 
in his honour) is on hand with over 500 quips and 
comments, which are interspersed at key points 
of the game. These range from praising the quali¬ 
ty of the pitch to lamenting the 
decline in football when too many 
fouls are committed. Similarly, in the 
same way as Psygnosis asked Murray 
Walkerto say the same line in a number 
of different ways to avoid repetition, 

Brian's commentary is rarely as limited as Motson 
and Davies's comments in FIFA and Actua respec¬ 
tively. A good mix of the long and the short 
indeed. Pah. 


ff.M BBl 


APS offers the player a wealth of fancy 
moves in addition to the basic kicking and 
tackling. Combinations of the four facia 
buttons are used to pull these off, with 
specific shots determined by the height of 
the ball when received. For example, if 
the player breaks down the wing and 
crosses the ball into the penalty area, use 
the square button and control automati¬ 
cally switches to the player in the box who 
will be ready to receive the cross. If the 
ball is left to follow its path, the CPU kicks 
in and the attacker will chest the ball 
down ready for the player to shoot, but if 


the X and triangle buttons are depressed 
as the ball nears, a bicycle kick is attempt¬ 
ed. Similarly, if the player waits a little 
longer and the ball's height decreases, the 
same combination results in a powerful, 
close-range diving header which the 
'keeper can usually only parry into the 
path of a defender or, if you're lucky, one 
of your attackers. Other nimble skills 
include back heels, flicking the ball over a 
player's head for a volley, and cockier 
attackers can bemuse defenders by play¬ 
ing 'keepy up' in the box. Bizarre, but a 
real head-sweller if you can pull it off... 


If football is indeed a game of 
two halves, than Adidas Power 
Soccer is even more so. The 
main options screen offers a 
choice of 'simulation' or 
'arcade' modes, with the for¬ 
mer going head-to-head with 
the likes of Actua et al, while 
the second adds a number of 
special moves and foul tech¬ 
niques more akin to those seen 
in US Gold's 'comedy' football 
game. Fever Pitch, for the 
Megadrive. While the basic 
kicks and passes are identical in 
both, the 'arcade' mode goes 
gloriously over the top, with 
high tackles resulting in light¬ 
ning bolts emerging from play¬ 
ers' feet, and silky runs accom¬ 
panied by a blue sparkly effect. 
Similarly, the shots are equally 
impressive with forty-yard 
efforts followed by a trail of 
smoke and a flash as they leave 
the foot. 

cinr 


THE RDIDRS 
CONNECTION 


With Adidas lending their name to the game. Power 
Soccer is stuffed to the gills with features endorsed 
by the sportswear giants. Score a smart goal, for 
example, and it is named a 'Predator Shot' after 
their boot of the same name, while the advertising 
boards all bear the names of the latest Adidas 
footwear. In addition to this, during the halftime 
break, the player is similarly invited to watch a suc¬ 
cession of FMV adverts detailing all the latest 
three-stripe sportsgarb. 
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SILKY SKILLS 
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FEET ; PRE-EMPTING LATE SHOTS . 



Psygnosis French developers. Froggies Did It, has 
ensured good European sales for Adidas Power Soccer 
by offering the player the cream of the French, 

English and German leagues. As such, up to four play¬ 
ers are invited to participate in a four-way tourna¬ 
ment, as the likes of West Ham rubbing shoulders 
with Paris St Germaine, Bayern Munich and 
Manchester United in a European cup tournament - 
there go our claims of realism then.... Due to copy¬ 
right laws, the players names have been changed 
slightly, so Aston Villa's Savo Milosovic misses open 
goals under a slightly misspelt monicker, while 
Arsenal are obviously even harsher on people using 
their name and are listed as Highbury. If the user opts 
for a tournament, between four and 32 teams can par¬ 
ticipate in either a league where the teams play home 
and away matches across the year, or across a series 
of one-leg rounds in a knock-out cup draw. 




HE BERTS ONE, HE 
BERTS TWO... 


If we had a pound for every men¬ 
tion of 'motion-capture' in 
PlayStation Plus , we'd have well 
over thirty quid by now. In a 
trend started by EA and FIFA '96 , 
it seems that every PlayStation 
game announced in the last two 
months features motion-capture 
of some variety. Of the games 
released so far, though, APS gets 
our vote for using its most effec¬ 
tively. What happens when you 
watch real football on television? 
If a player is hacked down by a 
burly defender, yes they roll 
around in agony as seen in Actua 
and FIFA , but APS goes one step 
further and the players are 
shown hobbling away or rubbing 
the injured limb. Stunning. The 
reason for APS's success over 
past motion-capture titles is that 
the process is used throughout. 
Whereas in Actua one of the 
strikers goes through the 
motions of a smart volley before 
acting as if their strings have 
been cut when the move is over, 
APS's players limber up, the 
defensive wall shies away from 
the incoming curler, and if a 
player is hit in the face, they go 
down like a ton of bricks. These 
little touches, coupled with real¬ 
istic movements and actions 
really lists APS above its rivals, 
and you can only wonder why 
goalkeepers don't falter back¬ 
wards when gathering a high 
cross or scramble to save a ball 
with their legs in other footy 
games. I mean, blimey, even 
players not involved in the cur¬ 
rent passing motion can be seen 
hopping around in the back¬ 
ground. Cool. 





MSM£ 


t STEVE J] 


Yes! As a 
died in the 
wool football 
fan, I have appreciated both 
FIFA and Actua's finer 
points, but felt disappoint¬ 
ed that the former lacked 
speed, while switching 
camera views made Actua 
needlessly frustrating. At 
last, however, comes a game 
which is fast, features all the 
moves associated with the 
real thing, and motion-cap¬ 
ture throughout. In short, 
Adidas Power Soccer is the 
greatest football game to 
grace not only the Play¬ 
Station, but any other con¬ 
sole — even rivalling Kon- 
ami's stunning International 
Superstar Soccer of the 
SNES. APS nimbly avoids 
every pitfall past Sony kick- 
arounds have stumbled into. 
The goalies aren't fooled by 
the same set pieces (much), 
tackling is easy yet makes 
for a fluid passing game, 
and shooting and heading 
are picked up rapidly. That's 
not to say APS is perfect. 

It's still not quite as fast as 
it should be, and my initial 
goals always seemed to go 
in off the rebound. Even so 
APS is my new king of the 
PlayStation footy games, 
and one of the best all- 
rounders since Trevor 
Brooking hung up his boots. 
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GAME DIFFICULTY: AVERAGE 
CONTINUES: 3 
SKILL LEVELS: 16 
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FOOD FOR THOUGHT 


n the year when arcades were 
swamped with coin-swallowing 
beasts like Ridge Racer and Virtua 
Fighter , it was the rank outsider that 
eventually became the biggest-selling 
coin-op of 1994. Primal Rage was seen in more 
arcades around the globe than any other machine, 
and with Time Warner converting it to almost every 
home console in existence you just won't able to 
escape the damn thing. 

Primal Rage is a pretty simple one-on-one fighter 
that may lack the three-dimensional thrills of 
Tekken , but breathes new life into the stale beat 'em 
up by substituting the customary muscle-bound 
meat heads with cheesy B-movie latex dinosaurs 
battling it out for the domination of the desolate 
New Urth. Aside from the novel 'wobbly' foam 
fighters. Primal Rage is pretty standard fare, really - 
either thump 'n' fireball through 
the one-player game, taking on 
each monster in turn, or fight it 
out with a mate in the two-play- 
er mode. Similarly, in keeping 
with its 'lifts' from past beat 'em 
ups. Primal Rage also adds a 
series of death moves to the cli¬ 
max of its 'best of three' bouts — 
allowing the player to literally piss all 
over their opponent for the first 
time in video game history. If 
they're playing as Chaos, that is... 


As the two primeval pugilists face off, the game follows the familiar pattern of using 
kicks and punches (and in this case, bites and swipes of the tail, too) to whittle away 
the opponent's energy bar. Each creature's strength is represented by a red vein 
leading into a pumping heart and, in typically grue¬ 
some style, the heart explodes when the player's 
creature croaks. In a neat original touch, though. 

Primal allows the player to replenish any lost ener¬ 
gy using the conveniently-placed worshippers that 
scurry around the play area. These loin-cloth wear¬ 
ing humans worship the 'home team' monster as it 
were, and basically walk in and out of the action. 

Each of the monsters, however, is equipped with a 
scooping move which allows them to pick up and 
eat the humans, adding a few extra millimetres to 
their energy. 


HLL ROHINST RLL 

Having beaten the six contenders for the Urth terri¬ 
tories, and a clone of your chosen fighter, the play¬ 
er's sprite is whisked away to a scorched wasteland 
where the final battle for supremacy begins. Before 
the climactic fight begins, the victorious dinosaur or 
ape is invited to munch the mouth-watering selec¬ 
tion of humans wandering around. From here, the 
defeated foes appear one at a time and the player 
must make their one energy bar last the entire bat¬ 
tle to secure victory. An animated sequence awaits 
the victor,as do a further fifteen difficulty levels. 


CRME SPEC 

























COMMENT 



Each of the combatants is equipped with a number 
of special moves which, and you're probably ahead 
of me here, are effected using a combination of 
Dpad and button pressed. Both the facia and L and 
R buttons come into play during the fights, and the 
said combinations give the user access to some of 
the most bizarre moves seen in a fighting game. 
Chaos, for example, is one of two simian entrants 
and battles his way to Urth supremacy using a mix¬ 
ture of puking, farting and bad breath, while the 
second ape. Blizzard, hails from an arctic climate 
and thus replaces flatulence with ice-related pro¬ 
jectiles. The other five contenders are reptilian, 
and were created using properties lifted from past 
and present reptiles. Vertigo, for example, is a 
cross between a King Cobra and a Gallimimus, and 

uses the agility 
of the latter, 
but has inherit¬ 
ed the power of 
hypnotism 
somewhere 
along the line. 

In addition to 
the said special 
moves. Primal 
Rage also 
boasts death 
moves to com¬ 
pound each vic¬ 
tory. On win¬ 
ning the second 
bout, the play¬ 
er is given a few 
seconds to per¬ 
form a series of 
complex button 
presses and 
combinations 
which, if mas¬ 
tered, prompt 
an animation 
where the vic¬ 
tor tears into 
the loser's car¬ 
cass, urinates 
acid over them, 
or rips their 
still-beating 
heart out for all 
to see. 


MOVING ON UP 



BOWLED OVER 


In addition to kicking the scales off your opponent. Probe have 
converted the sub-games hidden in the coin-op over to the 
PlayStation. These include a surreal bowling game which is 
accessed thus: 



From the character select 
screen, opt for a two- 
player game in the 'Arcade 
Mode', and ensure both play¬ 
ers select Armadon as their 
brave fighter. 


Face each other and use the 
'Spinning Death' move 
(depressing High Quick and Low 
Fierce while moving the Dpad 
across away, towards, down) 
three times in succession. 


The action stops and the 
legend 'Bowling' appears at 
the top of the screen. If this has 
not worked, repeat the move 
three times again until the bowl¬ 
ing message appears. 








In this era of 
smart 3D 
beat 'em ups 
Primal Rage looks a bit, well, 
primitive. Actually it's an 
excellent conversion of the 
Primal Rage coin-op, but 
unfortunately the original 
subject matter doesn't 
stand up too well against 
the likes of Street Fighter 
Alpha and Mortal Kombat 3. 
Graphically the dinosaurs 
just aren't convincing, 
plagued by poor animation 
and some pretty unimpres¬ 
sive moves. Combos don't 
gel together fluidly either 
and the whole thing is very 
awkward to play. While 
Primal Rage is conceptually 
a good idea, the end result 
is a staid beat 'em up that 
looks archaic against the 
more sophisticated fighting 
games on the PlayStation. 


The weak of stomach 


I CAN OPT TO 
OMIT THE BLOOD-LETTING . 



pins for entertainment and 
points. The Dpad is used to alter 


the rolling Armadon sprite's 
direction. Bizarre. 
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R VOYHGE THROUGH THE WILDERNE5S 

Primal Rage features seven contenders for control ed by human worshippers, and power is awarded by 
over the Urth, and each begins the game with a con- defeating the creature as the fickle humans blindly 
tinent to call home. Each continent is in turn inhabit- follow the winner of each territorial battle. 



VERTIGO 

Domain: 

Stonehenge 
Features: 

A long-necked 
beast, with 
strange hypnotic powers, and 
a deadly venom which he can 
spit at different screens. 


BUZZARD 

Domain: 

The Arctic 
Features: 

The first of the 
two primates, 
using ice-related 
which can freeze 
ing opponent. 



projectiles 
an unsuspect 




ARMADON 

Domain: 

The Caves 
Features: 

Armadon (a 
cross between a 
Stegasaurus and porcupine) is 
armed with a tail which fires 
spikes across the screen. 



CHAOS 


Domain: 

The City 
Features: 

The second ape, 
and equipped 
with disgusting moves includ¬ 
ing the Tart of Fury' and 
Tower Puke/ 


5AUB0H 

Domain: 

Prehistoric 

Plains 

Features: 

The best all- 
rounder with a 
long bite range, 
sonic powers to 



and strange 
disable foes. 



DIABLO 

Domain: 

Volcanoes 
Features: 

As his abode 
infers, Diablo is 
a master of 
flame and prefers flaming 
projectiles to close combat. 



TALOH 

Domain: 

The Forest 
Features: 

Small, but 
incredibly fast. 

His lack of 
stature makes him vulnerable 
to heavy attack, but special 
moves include a nasty bite to 
the jugular vein. 




The Primal 
Rage coin¬ 
op appeared 
at a time when arcade-goers 
were getting a bit jaded 
with the likes of Mortal 
Kombat, Street Fighter , and 
their dozens of clones. For 
once, the player was invited 
to step away from the cus¬ 
tomary mutants and martial 
arts experts, and battle it 
out against a host of 
dinosaurs that look as if 
they've stepped straight out 
of a Ray Harryhausen movie. 
This all sounds fine in princi¬ 
ple, but sadly Primal Rage is 
sorely lacking in the playa¬ 
bility department and has 
none of the instinctive 
action that separates Street 
Fighter from its counter¬ 
parts. The dinosaurs and 
apes are sluggish to control, 
and while there are plenty 
of special moves available, 
the overall pace of the game 
doesn't inspire extended 
play. Although the use of B- 
movie monsters is a great 
idea, in practice they only 
serve to limit the game's 
speed and moves. A great 
idea. Primal Rage suffers 
from all the faults of its 
arcade predecessor. Which 
is fine if you loved the flaw¬ 
ed coin-op, but useless if 
you're into playable, fast- 
paced games. 
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THUNDERHAWK 2 DESTRUCT DERBY 



39.99 


38.99 


TOTAL NBA 

38.99 


ALIEN TRILOGY 

36.99 


PLAYSTATION 
GAME CD’S 

3 DECATHLON .32.99 

3D ARCADE 

TANK BLAST* .37.99 

3D LEMMINGS .34.99 

3D TACTICAL 

SHOOTER* .37.99 

ACTUA GOLF .38.99 

ACTUA SOCCER ...38.99 

AGILE WARRIOR 
AIR COMBAT 
ALIEN TRILOGY ...36.9 


,32.99 

.37.49 


...37.99 
. ...38.99 


ARCADE GOLF 
ASSAULT RIGS 
BATTLE ARENA 

TOSHINDEN .35.99 

CHEESY *.37.99 

CHESSMASTER 3D 33.99 

CRITICOM* .36.99 

CYBER SLED .37.49 

CYBERSPEED .33.99 

D .36.99 

DEADLY SKIES* ...36.99 

DEFCON 5 38.99 

DESTRUCTION 

DERBY .38.99 

DISCWORLD .37.49 

DOOM .34.99 

EXTREME 

PINBALL * .37.99 

EXTREME SPORTS 38.99 
FIFA SOCCER 96 ...34.49 

GEX .38.99 

GUNSHIP 2000 .32.99 

HEXEN * .32.99 

HI OCTANE .37.99 

ICE AND FIRE* .32.99 

JOHN MADDEN 96 34.99 

JOHNNY 

BAZOOKATONE ...33.99 
JUMPING FLASH ...38.99 
JUPITER STRIKE* ...36.99 
KILEAK THE BLOOD 27.99 

KRAZY IVAN .38.99 

LOADED .38.99 

LONE SOLDIER.34.99 

MAGIC CARPET* ...37.99 
MICKEYS WORLD 
OF ADVENTURES • 38.99 
MORTAL KOMBAT 3 39.99 

MYST* .38.99 

NEED FOR SPEED • 37.99 
NFL QUARTERBACK 

CLUB .33.99 

NHL ICE 

HOCKEY 96 .34.99 

NOVASTORM .32.99 


OFF WORLD 

INTERCEPTOR .34.99 

OFFENSIVE * 37.99 

ON SIDE * .36.99 

PANZER GENERAL 33.99 
PGA TOUR 

GOLF 96 .34.99 

PHILOSOMO .37.49 

PRIMAL RAGE* ...35.99 
PSYCHIC 

DETECTIVE .36.99 

RAW PURSUIT* ...36.99 

RAYMAN .37.99 

REVOLUTION X ...36.99 ! 

RIDGE RACER .38.99 

RISE 2 - 

THE RESURRECTION 36.99 

ROAD RASH .34.99 

SHOCKWAVE 

ASSAULT .34.99 

STARBLADE ALPHA 37.49 
STARFIGHTER 3000 • 36.99 

STREETFIGHTER - 

THE MOVIE .32.99 

STREETFIGHTER 
ALPHA * 36.99 

STRIKER 96 .35.99 

SYNDICATE WARS • 37.99 

TEKKEN .41.99 

THEME PARK .33.99 

THUNDERHAWK 2 - 

FIRESTORM .39.99 

TILT .32.99 

TOP GUN * 36.99 

TOTAL ECLIPSE 

TURBO.33.99 

TOTAL NBA * 38.99 

TRANSPORT 

TYCOON DELUXE • 34.99 
TRUE PINBALL* ...37.99 

TUNNEL B1 *.37.99 

TWISTED METAL . . .37.99 

VIEWPOINT .34.99 

VIPER * 37.99 

WARHAWK .38.99 

WING 

COMMANDER 3 ...36.99 

WIPE OUT .38.99 

WORLD CUP GOLF - 

PRO EDITION .33.99 

WORMS .34.99 

X-COM ENEMY 
UNKNOWN .29.99 

XS X-COM - DEDUCT £3 
UNTIL MAY 1ST 

X-MEN CHILDREN OF 

THE ATOM* .36.99 

ZERO DIVIDE .34.99 


UNIQUE NOKIA 
14” COLOUR 
TELEVISION 

•GERMAN 
MADE 

• REMOTE 
CONTROL 

• SQUARE 
TINTED 

TUBE 
•SCART 
INPUT 

• HEAD¬ 
PHONE 

SOCKET 

NOKIA 14 SCART TV 164.99 

NOKIA 14 NICAM 
FASTEXT TV .214.99 

SCART LEAD - PLAYSTATION • 
(FROM COMPOSITE OUT) ...9.99 
SCART LEAD - PLAYSTATION 
(FROM RGB OUTPUT) .24.99 



FREE WHEN YOU 

JOIN OR RENEW 

SCOOP PURCHASE! BUY ANY 
ONE PRODUCT FROM OUR 
ENTIRE RANGE AT THE SAME 
TIME AS JOINING OR RENEWING 
FOR ONE YEAR OR MORE AND 
WE’LL GIVE YOU 

BIKINI JENETTE 
MOUSE MAT 

TOP QUALITY 
LAMINATED 
MOUSE MAT 

OR 
THE 

GUYVER 1 

VHS MANGA 
VIDEO (15) 

ABSOLUTELY FREE 

Other offers 
available. 

Overseas 
members 
add £2 
carriage 




ALL OUR PLAYSTATION DEALS INCLUDE ONE CONTROLLER AND PLAYABLE DEMO CD 


SAVE £40 


OFF THE COMBINED RRP 
OF THESE SUPER 
PLAYSTATION DEALS 


HEAVY discounts HUGE range 

10am to 8pm (5pm Sun) 

01279 600204 

Fax 01279 726842 
(we ll fax back to confirm) 

Colour Club Magazine 

sent regularly to members 

Great priies to be won 


No obligation to buy - No contract - No lower age limit. 
Thousands of discounted games and peripherals, many at 

UNDER HALF PRICE or 
BELOW TRADE PRICE 


PLAYSTATION LINK dear ...309.99 PLAYSTATION SMART dear 299.99 

✓ EXTRA CONTROLLER (rrp £29.99) ✓ SMART CARD (rrp £29.99) 

✓ SCART LEAD & LINK CABLE (rrp £38.98) ✓ SCART LEAD (rrp £9.99) 

PLAYSTATION X-COM dear 299.99 PLAYSTATION DOOM dear 304.99 

✓ X-COM ENEMY UNKNOWN (rrp £44.99) ✓ DOOM (rrp £44.99) 


FREE FAST DELIVERY ON ALL OUR PLAYSTATION DEALS 



PLAYSTATION WITH EXTRA 

CONTROLLER .289.99 

✓ EXTRA CONTROLLER (rrp £29.99) 

PLAYSTATION WITH ONE 

CONTROLLER AND DEMO CD .279.99 


PERIPHERALS; 

ASCII CONTROLLER 
21.99 


PS PROPAD 
'CONTROLLER 
21.99 
8 BUTTON WITH AUTO 
FIRE & SLO-MO 




G-FORCE 
COMMANDER 
SUPER JOYPAD 
16.99 

8 FIRE BUTTON DESIGN, 6 INDIVIDUAL AUTO & 
TURBO FIRE SELECTORS & 2 METRE CABLE 

FIRE INFRA¬ 
RED JOYPAD 
SYSTEM 
33.99 
INCLUDES 

2 JOYPADS AND A RECEIVER BOX. 

TURBO FIRE, LOW POWER CONSUMPTIOI 
FOR LONGER BATTERY LIFE. REQUIRES 
4 X AAA BATTERIES (NOT INCLUDED) 

PHASE 9 CYCLONE 
CONTROLLER .17.9 

8 INDEPENDENT 
BUTTONS, 
AUTOFIRE, 
TURBOFIRE AND 
SLOW MOTION 


LOGIC 3 ARCADE 

STICK .39.99 

8 FIRE BUTTONS, 
MICROSWITCHED, 

4 SPEED AUTOFIRE, 3 
SPEED SLOW MOTION 


SONY CONTROLLER .26.9 



SONY MOUSE ...29.99 
WITH 
DESIGNER 
MAT 




4MB 72-PIN RAM FOR PC ...£54.99 
INCLUDING VAT AND DELIVERY 
SAVE £40 - SATURN + ONE GAME...£309.99 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

MEMBERSHIP FEES UK EC WORLD 

ONE YEA* £7.00 £9.00 £17.00 

Members are under no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

(BLOCK CAPITALS please) § 

Name & Address_ ’t 




SONY SMART CARD K£JPT. .22.99 

LINK CABLE FOR PLAYSTATION 

TO CONNECT TWO MACHINES 

SONY MULTI TAP .28.99 

PLUGS INTO CONTROLLER PORT ALLOWING 
UPTO 4 CONTROL PADS TO BE CONNECTED 

DUST COVER FOR PLAYSTATION ...7.99 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £3 hardware ^ 


ALL PRICES INCLUDE UK POSTAGE & VAT o 

Cheque/P. O./Access/Creditcharge/Switch/Visa T - 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 

_(ISSUE NO. ) 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Sent to press 07.03.96 E .& O.E. 

SAVE = Saving off full retail price. Inter-Mediates Ltd, The Mailings, Sawbridgeworth, Herts 
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Order direct FREEPHONE 
Quote reference PS 049601 




PLAYSTATION 

software 

Actua Soccer 

£35.96 

Alien Trilogy 

£38.96 

X-Men 

£38.96 

Total NBA 96 

£37.96 

Resident Euil 

£26.96 

Descent 

£28.96 

Magic Carnet 

£35.96 

Need For Speed 

£34.96 

Prices include HAT 

Free Delivery when you order 2 or more titles 


Cali now for all the latest titles at the best prices 


Order ONLINE at http://www.cddirect.co.uk 


CD DIRECT, 15 Mitchell Point, Ensign Way, Hamble, Hants S0314RF 

Tel: 01703 455115 Fax: 01703 453231 


OH 

SONY PLAYSTATION 

CONSOLES AND GAMES 


SEGA SATURN 

CONSOLES AND GAMES 


NINTENDO ULTRA 64 

CONSOLES AND GAMES 

CALL NOW ON 

0113 244 9994 

ALSO AVAILABLE: SUPER NINTENDO AND NEO GEO CD 
STOP PRESS: SCART LEADS FOR SONY PSX IN STOCK!!! 




TO BUY BY MAIL ORDER: WRITE, PHONE OR FAX. 

FAX: 0113 244 8882 



OPENING HOURS: 


MODE SEVEN LTD 
RUTLAND HOUSE 
42 CALL LANE 
LEEDS LSI 6DT 

Monday-Friday 9.00am 





6.30pm Saturday 9.30am 
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t a glance. 
Electronic Arts' 

| entry into the 
Eurovision Car 
Contest would 
seem to have every¬ 
thing you could possibly want. 
There are six different locations 
to race over — ranging from city 
scenes to Alpine mountains to 
desert tracks — with each one 
split into a number (er... eigh¬ 
teen actually) of sub-sections to 
muck about on. You can chose 
what time of day you want to 
race (morning, mid day or 
evening) and as for what cars you 
can drive, well... cop a load of 
this little lot: Toyota Supra 
Turbo, Acura NSX, Mazda RX-7, 
Corvette ZR-1, Dodge Viper 
RT/10, Porsche 911 Carrera, 
Lamborghini Diablo VT, Ferrari 
512TR, Dodge Viper RT/10. Not 
bad,eh? 

There are a number of differ¬ 
ent modes to play in, ranging 
from a simple Time Trial to a full 
tournament up against numerous 
computer controlled cars. The 
Head To Head game sees you 
taking on one specific computer 
opponent (normally in a right 
tasty car) in a straight race for 
the line. The only problem to be 
taken into consideration here is 
that you'll often find that you're 
not the only two cars on the 
road. Drive on the wrong side of 
the road and you could find 
some innocent road user flying 
into your windscreen. Pass a 
copper while travelling at 
250mph and he might want a 
quick word with you. Oh yes 
indeed, the road certainly is full 
of interesting things to bump 
into. What say we go have a lit¬ 
tle look see, hmm? 
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If you're a really sad git. 


| YOU 

CAN VIEW THE HIGHLIGHTS FROM 
EACH RACE. THIS IS ACTUALLY NOTH¬ 
ING MORE THAN A REPLAY OF THE 
COMPLETE RACE, ONLY WITH A FEW 
MORE CAMERA VIEWS THROWN IN FOR 
GOOD MEASURE. 



CRUGHT BY THE FUZZ!! 


The Head To Head option seems to owe more 
than a slight nod to Road Rash, with innocent 
civilians to smack into, and even fat coppers to 
run away from. The cop cars appear on the map. 


so it's completely up to you whether you want to 
slow down or just steam past and attempt to out¬ 
run them. However, if they do catch you, you can 
expect to suffer a fairly heavy time penalty. 



HERE IN MY CRR 


No PlayStation racing game would be complete 
without a variety of views to watch the action 
from, so here, have a selection. 




























































COMMENT 


SPLIT END5 


Apart from crashing, playing in a split-screen 
two-player is the best thing about The Need for 
Speed. You only have three views to chose from, 
but it's all nice and fast and pretty groovy. 


COT n NEW MOTOR? 


The Showcase option allows you to select any 
of the cars on offer and then sit back while the 
American-drawled voice-over tells you about its 
history, performance and mechanical specifica¬ 
tions. There are also FMV clips to watch. Gosh! 






GET OUTTR* MY WRY! 



If there was only one reason to play The Need for 
Speed , it's to crash. Bung the game on Head To 
Head, select a 
car that's got 
some serious 
speed,and 
then steam into 
an innocent 
civilian vehicle 
head-first at 
top speed. 


COMMENT 



Considering how many racing 
games there are on the market 
(Ridge Racer Revolution, Impact 


Racing, WipeOut, etc) I wondered what exactly 
The Need for Speed could offer that the others 
don't. Answer - nothing of intrinsic value. 
Okay, the Head to Head is an enjoyable romp, 
but that's it really. Otherwise, it's just an unin¬ 
spired twist on all the others but without the 
fun. My biggest grumble with the game is the 
sheer arrogance of calling it The Need for 
Speed , which the games lacks in bucketloads. 
No matter how fast you go (and you don't get 
any particular indication that you are moving 


Some of the tracks 


| FEATURED IN THE NEED FOR SPEED 
ARE CIRCUITS, WHEREAS OTHERS ARE ARE STRAIGHT ROADS, 
BROKEN DOWN INTO SEPARATE RUNS (OR SEGMENTS AS THE 
GAME REFERS TO THEM AS). TAKE YOUR PICK. 


at 200mph plus), the car drags back at the 
slightest obstacle. I'm afraid I finds this game 
guilty of the highest crime - it's boring. 



Theoretically, this should be the best of both 
worlds. Unfortunately, when going uphill, the car 
obscures the road. 



My personal favourite, this lifts the camera up 
and away from the car, giving a better view of 
both the car and the road ahead. 





The Need for 
Speed suf¬ 
fers from a 
fairly major problem, and 
that's that I'm finding it 
hard to think of any real rea¬ 
son why you should buy it! 
Positive comments come in 
that the FMV clips are nice, 
crashing is fun and the two- 
player split-screen option is 
cool, but as a one-player 
game, things 'ain't so hot. 
Call me picky, but why is it 
that I loose speed every 
time I take a corner, while 
the CPU cars are magically 
unaffected by the forces of 
inertia. This is extremely 
frustrating, as even when 
you take a corner perfectly, 
you still get overtaken by 
the laws-of-physics-bending 
computer cars. You'll also 
need a miracle if you hope 
to get past the front four 
cars in Tournament Mode, as 
they bunch together, and 
even after a near-perfect 
lap, you're still left looking 
at their rear lights for the 
entire race. The Head to 
Head is quite good fun, but 
with the likes of Ridge Racer 
| and Ridge Racer Revolution 
doing the rounds, any racing 
game released these days 
really needs to hit the mark. 
All said and done, at the end 
of the day... I think Impact 
Racing is a better buy. 
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GAME DIFFICULTY: AVE 
CONTINUES: INFINTE 
SKILL LEVELS: 1 





EMPIRE INTERACTIVE 


PLRYER5 


uring the early 
Eighties, some- 
J thing very 
strange hap¬ 
pened to the 
video game. While 
home users were delighting to the 
latest in the Epyx Carnes series or 
Ultimate blockbuster, the UK's 
arcades were playing host to a new 
breed of coin-op. The first of these 
- Dragon's Lair - was created by a 
Canadian company called 
Readysoft, and featured the char¬ 
acters created and animated by ex-Disney man, Don Bluth. To the 
casual arcade-goer. Dragon's Lair was a marvel. No longer were coin¬ 
ops limited to pixilated representations of racing cars or soccer 
heroes, instead it seemed Readysoft were inviting people to actually 
participate in a cartoon adventure. 

The technology behind the games was as impressive as the aesthet¬ 
ics they produced. Using a laserdisc at their centre, the graphics were 
streamed off the disc when the next section was selected by the user. 
And this is where problems arose. With each play costing a quid a 
throw (extortionate in those days), users were dismayed to find them¬ 
selves playing a game which was basically a variant on a multiple- 
choice puzzle. At key points during the proceedings, the player would 
be prompted to move the joystick or sword button to instigate the 
next sequence. Get it wrong, and a death sequence played. Get it 
wrong three times, and fish out another pound. Despite this complete 
lack of player interaction. Dragon's Lair became a huge success, and 
spawned a host of similar spin-offs: Super Don Quixote , Dragon's Lair 
II and Space. And with the advent of the Amiga, conversion spanning 
ten disks appeared for the Commodore machine. Still players 
bemoaned the lack of interaction, though, and now Readysoft have 
returned with Brain Dead 13 for the PlayStation. It promises the same 
superb cartoon graphics, but now with added playability. But is this a 
dream too far - even for the PlayStation? 
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MEET THE FAMILY 


Neurosis' mansion is inhabited 
by characters even weirder than 
the disembodied owner. 

As Lance eludes Fritz's 
unwanted attentions, he encoun 
ters a spoilt, teenage equivalent 
of Frankenstein's monster, Vila, 
a vampiric hairdresser whose 
idea of a manicure involves the 


removal of the entire 
hand, and a crocodile 
chef who resents any intrusion in 
his kitchen. Lance's encounters 
with these miscreants spans a 
number of separate stages (and 
the Vila hand-chop section goes 
on for far too long), and comple¬ 
tion returns him to the the cen¬ 
tral room so he can move on to 
the next section. 



Lance escapes 


I TO THE MAZE AREA, 
BUT NOT BEFORE THE SECOND CD 
COMES INTO PLAY. 


BRRINWORK 


In the best tradition of count¬ 
less B-movies, Brain Dead 7 3 
mixes mad scientists, evil 
henchmen, and a nefarious plot 
to take over the world. 

Situated in a multi-turreted 
castle balanced on the end of a 
winding mountain trail, lurks 
the evil Doctor Nero Neurosis. 
Well, what's left of him. For 
reasons unknown. Neurosis 
isn't half the man he used to 
be, and his disembodied brain 
and eyes float around in a jar or 
nutrients as he plans his next 
conquest. After years of 
research and with the limited 
help of Fritz, his henchman 
(whose prowess as an aide is 
limited by his hands being 
replaced with hooks). Neurosis 
has created the ultimate com¬ 
puter: the Brain Dead 7 3. After 
the first boot-up ends in a puff 
of smoke. Neurosis realises it is 
missing a vital component - a 
human brain. 

Thus, Neurosis decides to kill 
two birds with one stone as he 
summons a computer repairman 
— enter our hero, Lance - to fix 
the Brain Dead 13 and (unwill¬ 
ingly) donate his brain to the 
forces of evil. As such, the 
game begins as it means to go 
on, with the player guiding 
Lance through the castle's 
many rooms, meeting an assort¬ 
ment of undesirable characters, 
and avoiding Fritz's hooks. 








































[comment M 

^rTfrrm\ Considering 

P ■ 1" T^aWJ Brain Dead 
3 was sup¬ 
posed to be the game that 
broke the one-dimensional 
mould of ReadySoft's past, 
it's still incredibly linear. 
Admittedly you can choose 
alternative routes through 
the castle, but this is ulti¬ 
mately pointless as each 
section must be completed 
before Lance reaches the lair 
of Dr Nero Neurosis. 
Gameplay is also far from 
involving, tapping the right 
direction at the right time to 
escape certain doom - hard¬ 
ly the interactive experience 
that is expected by today's 
standards. So, all Brain Dead 
13 really has to offer are 
cool cartoon graphics. Okay, 
they may have been drawn 
by professional animators 
who previously worked on 
cartoons like Beetlejuice, but 
even these smart graphics 
aren't enough to flesh out 
Brain Dead 1 3's bare game- 
play skeleton. 


UP, DOWN, LEFT, RIGHT, FIRE 


Following the introductory 
sequence, the chase begins 
with Lance in the middle of a 
room with four available exits. 
Pressing the Dpad in any of 
these directions sends the gin¬ 
ger-haired maintenance man 
running, and the next scene is 
loaded from one of the game's 
two CDs. On entering a room, 
Lance will duly be menaced by 
one of the mansion's many 
inhabitants and, at a key time 
during the animation, the play¬ 
er must decide which action to 
take. The Dpad and any of the 
four facia buttons are used to 
move Lance in the required 
direction while the button 
press generally prompts an 
action of some sort. And that is 
about the extent of the play¬ 
er's interaction. Correctly 
guessing the next move results 
in a beep whereby the 
PlayStation then loads the ani¬ 
mation for the next move, but 
inputting the wrong move 
forces a grunt from your 
machine one of the many death 
sequences removes one of 
Lance's three lives. 
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Never 

before has a 
game 

annoyed me as much as Brain 
Dead 13. It's not just that its 
interaction is so minimal, 
but that it varies between 
the odd move here and 
there, to meticulously timed 
button presses — and bear¬ 
ing in mind that the majority 
of the game is a matter of 
trial and error, the latter 
soon irritates beyond belief. 
Just to exasperate matters 
further, virtually every new 
stage is preceded by an 
incredibly tedious introduc¬ 
tory scene, and by the time 
you've seen them several 
times, you'll be kicking in 
your television. While I can 
appreciate that Ready-soft 
have tried to add variety to 
what is essentially a multi¬ 
ple-choice quiz by allowing 
the user to pick routes 
between sections, ultimate¬ 
ly Brain Dead 13 is nothing 
more than an exercise in 
graphics. Its lasting appeal 
is marred by the lack of 
interaction, and the comedic 
interludes only serve to irri¬ 
tate further. When you con¬ 
sider the likes of Tekken and 
Resident Evil marry beautiful 
aesthetics with involving 
gameplay. Brain Dead 13 is a 
very redundant piece of 
software. 






































GRME SPEC 


GAME DIFFICULTY: VARIABLE 
CONTINUES: INFINITE 
SKILL LEVELS: 8 
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PLRYERS 


Strut 


ell here we go again folks. It seems 
like only weeks ago that I hid in my 
| corner and spent hour upon hour 
playing Street Fighter Zero (all in the 
name of good reviewing, of course) 
and here I am again, with a perfect 
excuse to dust off my favourite AsciiPad once 
more. Yes it's Street Fighter Alpha's turn, and being 
the PAL version of the aforementioned Japanese 
release, I was looking forward to actually being 
able to read all of the text! 

The UK version of the game is thankfully much 
the same as the Japanese version was, with excel¬ 
lent speed, a good selection of options and config¬ 
uration tweaks, and, of course, all your favourite 
Street Fighter characters. Guile has been replaced 
by a very similar fighter called Charlie (Nash in the 
NTSC game) and porkers Zangief and Blanka are 
away on holiday, but Ryu, Ken, Sagat, Chun-Li and 
many more are all still present — albeit with some 
serious new moves. As well as straight alterations 
— such as Chun-Li being able to perform Cammy- 
esque Thrust Kicks - each character has a 'Super 
bar' that fills up as each fight progresses, allowing 
the player to then pull of the Super Moves allotted 
to them. These call for some major practice on the 
pad, but are well worth the effort as they explode 
across the screen. And there you have it, about as 
good as it gets without being all 3D and clever. 

Pass the pad... 


An interesting addition to 


Street Fighter Alpha is a 

CHARACTER THAT CAN REFLECT 

projectiles. Rose can bugger 

ANY BORING FIREBALL ABUSERS, 
BUT SENDING IT RIGHT BACK AT 
THEM. Take THAT. 



The grand lord of gitdom is back 
but this time you can control 
him. Ah, how I hate this sod. 

He's a complete bast' to fight 
against, and controlling him 
yourself isn't much easier. He 
can teleport at any point during 
a fight without using any Super 
energy, he can jump on your 
head and then smack you on his 
way down, and even flies at you 
like some fat blue torpedo. Not 
to be underestimated. 


It's Psycho Crusher time! Charge 
up and let 'em have it. This is a 
killer if it catches a fighter off 
guard, and even when blocked 
still does some serious damage. 



Never mind your Fire Balls and 
Sonic Booms, cop a load of this 
up your backside. It also makes 
your hair stand up on end. 
Well... probably. 



A powerful move that hits for 
tons of damage, and gets you 
out of corners, the Scissor Kick is 
a move you definitely do not 
want to be on the wrong end of. 
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RKUMR 


Akuma is completely the oppo¬ 
site to Dan (see opposite page) 
being a super-charged version of 
Ken and Ryu. He has far too 
many special moves to detail 
here (I kid you not!) but suffice it 
to say that you can expect to see 
flaming fireballs (that hit for 
three damage points), a Ken-like 
roll for getting out of those 
nasty 'cornered' situations, and 
a special aerial attack that, 
depending upon you final button 
choice, can either finish with a 
choice of Guy-esque throws or 
huge body slams. 



A familiar sight - but a welcome 
one - Akuma has his own version 
of Ken's close Super Dragon 
Punch. Get someone in a corner, 
soften them up with a few light 
touches, and then unleash your 
mighty fists of doom! This also 
travels across the entire screen. 



One of the major advantages 
Akuma has over the other Street 
Fighter characters is that he can 
project Fire Balls from the air. 
This works well if used when 
jumping back, luring players 
after you, where upon they get a 
mouthful of the good stuff. 



If you feel yourself getting 
cornered or know you're about 
to eat a massive Super Special 
that's flying towards you at top 
speed, why not completely 
annoy your opponent by tele¬ 
porting across to the other side 
of the screen. Ha! 




















































Dan is yet another fighter from 
the school of Ken and Ryu. 
However, being a trainee he 
hasn't quite got his technique 
down, and sports a couple of 
different moves to the afore¬ 
mentioned lads. 


Having not quite perfected his 
technique, Dan's Fireball spe¬ 
cial is more useful as a defen¬ 
sive attack (ie to catch people 
as they jump into you, or when 
cornered) as it never actually 
leaves his hand. 


Performing a Hurricane Kick 
moves sees Dan fly across the 
screen, kicking his little legs in 
front of him. This is a good 
move if you can catch some¬ 
one, as you'll get a couple of 
hits. It is, however, bloody pre¬ 
dictable and, once blocked, is 
just begging for a nasty 
counter move. 




Dan has three Super Moves at 
his disposal; a rapid-hitting 
punch and kick combination, a 
Super Dragon Punch, and a 
Super Fireball (which, inciden¬ 
tally, is the only time the fire¬ 
ball slightly leaves the hand). 


FINISH HIM 

1 

COMMENT 

1 1 





If you want to finish in style, it's 
imperative that you master each 
character's Super moves. Apart 
from being damned handy dur¬ 
ing fights, these also allow you 
to finish rounds in a blinding 
flash of light as you deliver that 
final, fatal blow. 




The good 
news is that 
there's really 
no need for me to give a sec¬ 
ond opinion on the PAL ver¬ 
sion - it appears to have 
converted without any real 
problems. The speed is 
excellent, the screen size is 
fine, and the gameplay 
remains as cool as it was in 
the Japanese version we saw 
first time round. The inclu¬ 
sion of all the Super moves 
adds greatly to the longevi¬ 
ty of the game, and with so 
many characters to much 
around with, the beat 'em 
up loving gamers out there 
should be more than happy 
with this. I said it before, 
and I'll say it again; Virgin 
have spent its time and 
money well on this product. 
Until we see X-Men or 
Darkstalkers, this remains 
top of the 2D fighters. Cool. 




Phew! 
Ladies and 
gentlemen, 
you have my permission to 
breath a sigh of relief. 
Having seen the speed dif¬ 
ference between some 
NTSC games and their sub¬ 
sequent PAL brethren, I 
must say that I was more 
than a bit concerned about 
how badly Street Fighter 
would be affected by the 
transition. Fortunately, 
everything seems to be fine. 
No, more than fine, they're 
bloody brilliant! A couple of 
details have altered from 
the Zero version, but these 
are mostly just name 
changes and a couple of aes¬ 
thetics. The speed is excel¬ 
lent, and though the loading 
is sometimes a bit trying, on 
the whole this is an absolute 
corker. If you saw the mark I 
awarded to Street Fighter 
Zero you might notice that it 
has in fact gone up - some¬ 
thing I never thought likely 
between an NTSC and a PAL 
version — but this is really 
just to restate the longevity 
of the game. The more you 
play, the more it opens up. 
Don't waste time asking me 
if it's better than Tekken; 
they're both incredible 
games, but for different rea¬ 
sons. What can I say? I love 
it to bits. 


WJh l;Ti ■ VJh'A NOT ONLY KEEP 

TRACK OF HOW MANY BOUTS EACH FIGHTER HAS WON, BUT 
ALSO SHOW HOW THE ROUNDS WERE FINISHED. A 'V' INDI¬ 
CATES A STRAIGHT VICTORY , A 'P' SHOWS A PERFECT 
ROUND ; AN 'S' SHOWS THAT A SPECIAL MOVE WAS USED, 
AND THE MUCH SOUGHT AFTER 'S*' SHOWS A SUPER MOVE 
FINISH. ONES TO AVOID ARE LM .»i > jaw - h 
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RRTING 


>1 LASSO FORA THROW, OR 
A LUMP OF CHEESE SHOW¬ 
ING THAT YOU HAD TO 
RESORT TO 'CHEESING' 
THROUGH YOUR 
OPPONENT'S BLOCKS. 


fi m 


OVERFILL 


Something old. something new... 


Alpha awards points 


Yes, whether it's familiar old 
Street Fighter chums you're 

AFTER ORA FEW NEW MATES, YOU'LL 
FIND ALL YOUR NEEDS CATERED FOR 
HERE AT THE CHARACTER SELECT. 

There are also a few hidden char¬ 
acters TO FIND, SUCH AS DAN, 
Akuma (Couki in Zero), and Bison 
(Vega in Zero). See elsewhere for 

THEIR DETAILS... 


_| FOR VARI¬ 
OUS MOVES DURING THE ROUND. 
YOU CAN SCORE EXTRA POINTS FOR 
MULTIPLE-HIT COMBINATIONS, AS 
WELL AS FOR THINGS LIKE GETTING 
THE FIRST HIT IN. 

































































REVIEW 



GAME DIFFICULTY: AVERAGE 
CONTINUES: PASSWORD 
SKILL LEVELS: 3 



L ackin the 
j Seventies, there 
‘ was a sub-genre 
r of naff science- 
fiction movies that 
specialised in featuring depress¬ 
ing futures where sport and mur¬ 
der have become indivisible. 
Rollerball springs to mind, with 
James Caan as the hockey-style 
player who has to kill his oppo¬ 
nents to stay alive. Another 
entry into the canon was 
Deathrace 2000 , starring David 
Carradine as a veteran driver in a 
race across a devastated futuris¬ 
tic America (ie the Arizona 
desert). All those jokes you hear 
today about running over preg¬ 
nant nuns on bicycles being 
worth fifty points stem from this 
film — it was a big hit in its day. 

JVC's Impact Racing is in a simi¬ 
lar vein. The future is depressing 
and draconian, where people 
thrive on watching mindless vio¬ 
lence and destruction. Impact 
Racing is the highest-rated tele¬ 
vision show, watched by millions 
around the world. Apart from 
keeping everyone amused, it 
serves a darker purpose as the 
racers trying to off each other 
are all criminals, and the survivor 
at the end of the season gets an 
unconditional release. 

Impact Racing places you in the 
seat of one of these vehicles as 
you go through a series of cours¬ 
es, doing your very best to wipe 
out the opposition and stay 
alive. Each new course supplies 
both you and the enemy with 
more powerful methods of 
destruction until you are all glut¬ 
ted with weaponry. Then it 
becomes a simple case of sur¬ 
vival of the fittest. 



I Each of the three main levels 
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CAN BE PLAYED IN A VARIETY OF DIF¬ 
FERENT WAYS , INCLUDING TWO MIR¬ 
ROR AS WELL AS NIGHT VIEWS . 




KERNING RND TRACKING 


There are three basic tracks to get around, and each has three alterna 
tive modes. First up is the City, a basic runaround track with high con¬ 
crete walls, sharp corners and a tunnel or two. Next comes the 
Mountain range, with snowy valleys, rocky plateaus and a huge, if 
pointless, airship dominating the skies. Finally, you're in Space, zoom 
ing along a track that seems to link planets to each other. 

All three of these are played in four modes: daytime, night¬ 
time, mirror-daytime and - surprise surprise - mirror-night¬ 
time, making twelve alternatives in all. 

There are also a number of colourful bonus tracks which 
seem to follow the basic structure of the Cityscape, but tun¬ 
nels, walls, etc, are candy-striped, coated in lava, or any 
number of interesting graphical differences - including one 
with tormented faces all over the walls and roofs of the tun¬ 
nels. Oh, how charming. A lot of your weaponry can only be 
obtained while on a bonus track, so these are essential to 
the overall success of your game rather than just being, 
well, bonuses. 





















The very best vehicle if you 
want payload for weapons and 
exceptionally good armour 
plating. It's accelera- 
I tion is reasonably 
I okay, but with a top 
I speed of 220kph, it's 
not the best. 


that I'm 

been pleasantly surprised by 
Impact Racing. Having seen a 
preview copy a few months 
back, I wasn't expecting 
much more than an average 
racing game with a couple of 
guns thrown in for fun. It 
has, however, developed 
into a decent romp that, 
while unlikely to set the 
world on fire, offers a nice 
distraction from the disgust¬ 
ing society we live in (er... or 
something). The game actu¬ 
ally moves from being a 
straight racing affair to one 
where you're more con¬ 
cerned about meeting your 
car quota and collecting the 
new weapons. The graphics 
are tidy, the controls 
instinctive, and on the 
whole. Impact Racing is 
extremely cute to play. Not 
a classic by any means, but 
certainly worth a go. 


B 

| \ 

A 
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_ MY CHR SLIDES... _ 

...and swivels, swerves, bounces and gen- road. To aid your quest for survival, you 
erally gets around the track taking no end can choose a vehicle from these six beau- 
of damage from the other gits on the tiful machines: 


HAWK INDUSTRIES TALLON 4 


A good top speed of 260kph with 
average capacities for both 
weapons and 
armour. Nice accel¬ 
eration, however, 
means that this can 
be a good choice 
to see you safely 
through the early 
levels of the game. 





ASHBOURNE X14 


Probably not the best car for 
experienced players, but its good 
armour makes it ideal for begin¬ 
ners. Only 
240kph means it 
certainly isn't 
the fastest and 
acceleration is 
lousy - and 
don't expect to 
hoard many mis¬ 
siles and mines. 


UNITECH INCINERATOR 


An excellent capacity for the 
weapons offsets the medium 
acceleration - it 
really takes 
quite some time 
to hit the 
256kphtop 
speed. Its ar¬ 
mour is some¬ 
what thin on the 
ground, as well. 






TATSUMI AR 12 


One of the slowest cars (a 
mere 230kph top speed) with 
average capaci¬ 
ty for weapons 
and good 
armour plating. 

To make up for 
this, the accel¬ 
eration is, how¬ 
ever, fairly 
damn beezer. 


JORDAN PREMIER 

The fastest bugger on the 
track, with a top speed of 
280kph. And 
although it's 
acceleration is 
pretty snappy, 
it loses points 
for a low arma¬ 
ment capacity 
and only medi¬ 
um armour. 


























































COMMENT 


SPILLS ’N 9 THRILLS 


As you bomb around the tracks, blowing the crap 
out of your opponents, you can collect whatever 
power-ups they carry. All you have to do is drive 
yourself through the icons left floating just above 


the road. Incidentally, if you mine someone behind 
you successfully, although you can't actually drive 
through the power-up icons, you get them anyway. 
Which is rather useful to say the least. 


FLIPVIEW 


Excellent fun this. Only found 
on bonus levels, hit this and 
the screen goes upside down, 
and you're in the deepest do¬ 
do until you can get your head 
round it. You need another to 
get upright again. 


HEAT-SEEKING MISSILE 



Oh yes, just 
let one of 
these off and 
even if you 
can't see 
anyone 

ahead of you, this little sweet¬ 
heart will find 'em and in a 
lovely flash of polygoned fire, 
they're gone. 


SMART BOMB 

Best saved for one of those 
moments when there's a group 
of basts' ahead of you and 
another behind. Let this off 
and all that remains is you, 
their icons and little pieces of 
smouldering wreckage. 


FIREWALL 

\/orv ticofiil if 

Jr . 
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you've got 
one, very 
tricky if you 
crash 
through 

-1* : 


someone elses. Think that 
wonderful combination of fire, 
oil and petrol and you can 
guess why these are such fun 
to use. 



FRONT OR BEAB ARMOUR 

Very useful 
and reason¬ 
ably rare, 
you need as 
many of 
these as pos¬ 
sible, or the damage you gain 
will eat into your overall ener¬ 
gy and you come to an embar¬ 
rassing grinding halt.. 



energy 

At first, you don't seem to 
need energy as your bar only 
decreases after you've lost all 
your front and rear armour. But 
when it begins to go, it goes 
very quickly indeed. Grab all 
you can. 


MISSILE 


As you might 
expect, very 
useful for 
taking out an 
opposing car 
in one go 
rather than repeated laser 
bursts. You need to be fairly 
exact with your aim, however. 




QUAD LASER 


You probably don't need a 
degree in maths to work out 
that these little darlin's, again 
only found on the bonus levels, 
are four times more powerful 
than the ones you started out 
with. And they're green. 


MINES 


The most 
common 
icon, espe¬ 
cially in the 
early part o 1 
the game. 

Although you start off with 
quite a few, you can never have 
too many because they are 
your only line of rear defence. 


DOUBLE LASER 


You are given lasers at the start 
of the game, but when you get 
to one of the bonus levels, 
whey-hey-hey, they're upgrad¬ 
ed to these slightly more pow¬ 
erful ones. And these ones are 
a very attractive shade of elec¬ 
tric blue. 




TIME 


You need to 
get as many 
of these as 
possible 
because if 
you run out 
of time mere inches from the 
finish line (and yes, it can hap¬ 
pen) experience suggests you 
will be mightily peed off. 



It may look as peaceful as 


E55ENTIRL RERDINC 


Santa's workshop at Christmas ... 


Your on-screen dashboard is a mine of useful, nay, 
essential information. Going clockwise, you have 
an on-screen radar, which shows you the relative 
position of your vehicle, your enemies and the vari¬ 
ous mines and firewalls in your path. Next up is 
your power bar section. The energy levels need to 
be kept topped up once they begin dropping, as 
do your rear and front armour. To stop the laser 
temperature getting too high, only use concentrat¬ 
ed bursts when you're picking off cars so you don't 
overheat the gauge. Below this is your overall 
score. Along the bottom of the screen are icons 
which tell you what weapons you have. On the left 
is a readout of kills you have made, and above that 


is your speed. Going up the right-hand side is a 
bonus counter, and this tells you how many kills 
you need to make on each level to access the next 
bonus level. Finally in the top right corner are two 
readouts. One is 
the timer which, 
rather obviously, 
tells you how 
much time you 
have and last of 
all is the lap 
counter. I rather 
imagine that is 
self-explanatory. 




Impact 
Racing has 
come a long 
way since the preview code 
we saw a few months back, 
and proves to be an enjoy¬ 
able — if repetitive — shoot 
'em up. While it is never 
going to exercise your brain 
cells, it offers a fast-paced 
challenge with its tracks 
packed with cars and bonus¬ 
es. The use of the weapons 
is excellent, and giving 
chase to an opponent's car 
before letting loose with 
laser bolts is very satisfying, 
as is collecting the goodies 
they leave behind. Sadly, 
the weapons also lead to a 
huge wasted opportunity. 
One of the best ways to stop 
a foe from overtaking is to 
leave mines in your wake 
but, while a radar screen 
shows their positions, it 
would have been nice to 
switch views to see the car¬ 
nage. As such. Impact Racing 
looks like a 16bit game 
updated to the PlayStation, 
and never grips in the way 
Destruction Derby did. 
Similarly, although the bat¬ 
tles are initially enjoyable, it 
soon becomes dull whizzing 
across the ten tracks collect¬ 
ing the same stuff. Not the 
greatest PlayStation game, 
but an enjoyable but forget¬ 
table blaster. 
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k et me get this 
| straight. Volume 
1 had an enor¬ 
mous red 'N' on 
it. Volume 2 has a 
massive red 'A' on it, 
and there are still three 
Volumes to go. Hmm, I think I 
see a pattern forming (hey, they 
don't call me Sherlock for noth¬ 
ing kids). Yes, we're back in the 
time machine I'm afraid, and 
though the time controls are 
set for much the same stardate 
as Volume 1, one can't help but 
feel too many of the great 
Namco games of old have 
already been used. 

Volume 1 gave us some bril¬ 
liant oldies, including the clas¬ 
sic PAC-MAN and the Tekken- 
reminded Ga/aga, but what are 
the big names this time round? 
Well Xevious seems to get a 
good response, while I person¬ 
ally look forward to seeing 
Mappy, but as my learned col¬ 
league Stevenson McMerrett 
commented when viewing the 
previous collection, "more than 
a few rose-tinted specs are 
about to break". 

It would seem that while we 
spend many a drunken night at 
industry do's talking about Mr 
Do, Bubble Bobble, and Manic 
Miner , come that 'glorious 
moment' when a company does 
make a classic available to us, 
the golden memory suddenly 
becomes somewhat off-white 
and lumpy. 

Still, there are many aged 
games that the over-twenty 
punter is happy to spend his 
hard-earned cash on, and I must 
say that there's something 
about catching a friendly tune 
you haven't heard for ten years, 
that's like meeting a relative 
who's been dead for a number 
of years. If you, er... know what 
I mean. Oh dear. 









Just to keep you on your toes, these spinning 
slabs can't be shot, and must be avoided while 
you are still attempting to hit those valuable 
ground targets. 


The early stages of the game offer fairly stan¬ 
dard shoot 'em up fodder, but don't forget 
about the ground targets.. 


KEVI0U5 


Interestingly, though most people 
seem to consider this the best game 
on the compilation, it goes a long way 
towards proving that these CDs are only good value if you have fond 
childhood memories of the games included. I don't actually know 
Xevious very well, so even though it appears to be a nice little shoot 'em 
up, for me it's nothing particularly special. Still, we knew that was 
going to be the case, as these compilations really only seem to appeal 
to the old crusty gamers out there. 

Xevious is a fairly peaceful top-down scroller, where the only real 
point of contrast between this and a hundred others is the twin weapon 

system. As well as shooting your bullets up the 
screen in the traditional fashion, you also have 
bombs which are targeted using a fixed crosshair, 
thus splitting your concentration between aerial 
attacks and multiple ground targets. And, er... 
that's it! Not bad at all. 

4/5 
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Opening doors sends enemies flying, 
or use the glowing doors to send out 
microwaves. A big scoring technique. 




The bonus rounds (after every few lev¬ 
els) comes in the form of trampolining 
extravaganzas, where as many bal¬ 
loons as possible must be burst before 
the music stops. 


In complete con¬ 
trast to Xevious, I 
actually remember Mappy 
very well from the seriously 
inadequate arcades of 
Clacton, and as such am 
very pleased to see the lit¬ 
tle chap. So, having already 
been against the general 
consensus with Xevious, I'm 
now up against everyone 
again as I reveal the hideous 
truth that I do enjoy a good 
arcade platform romp every 
now and then. 

Mappy is a fairly simple affair, but is always the case with 
such classics, there are a number of twists in the game that 
keep things frighteningly addictive. The basic 
idea is to travel across all the platforms, col¬ 
lecting various stolen goods. Baddies come in 
the form of an ever-increasing number of 
Mewkies and one Nyamco the fat cat (who 
likes hiding behind valuables and ambushing 
you). You can use trampolines to pass through 
baddies and travel between platforms, but 
may only bounce a limited number of times 
before they break. There are various additions 
hither and thither, with changes in level lay¬ 
outs and odd bonuses chucked around. My 
personal favourite and excellent fun! 


C 5TEVE j! 


The biggest 
problem 
with 

Namco's second museum is 
that they exhausted all the 
real arcade classics in the 
first compilation. As such, 
the likes of Mappy and 
Dragon Buster look plain 
crap as opposed to bringing 
back distant memories - 
and I'm buggered if I can 
remember seeing half the 
titles at all! Another prob¬ 
lem is that the games have 
very little lasting appeal, 
and while I still enjoy 
Xevious the disc is let down 
by the appalling other 
games. In all, this is a very 
second-rate collation of 
less-than-memorable titles, 
and I can't see new 
PlayStation owners, or old 
farts who can remember the 
titles, enjoying this. 


5/5 


CUTIEQ 




CutieQ is an interesting fella. However - and rather 
sadly - it's not a very good fella. The best descrip¬ 
tion of the game is a cross between a BreakOut game, 

Arcanoid , and a pinball table. The entire 'table' takes up the entire length of the 
screen, and you actually have two paddles; one covering the top half of the table, the 
other at the base. As you'd probably expect, a ball is released into the playing area, 
whereupon it bounces around merrily, hitting flashing targets and pinging off point¬ 
bearing symbols. At the top of the screen are two 
banks of blocks to be cleared in a BreakOut- style, 
while random bonuses appear every now and then, 
offering high-scoring moments. 

CutieQ hardly looks a treat, and any chance of it 
being particularly fun to play are ruined by the con¬ 
trol of the paddles. These can be moved left and 
right using either the Dpad or the R1 and LI buttons, 
but the paddle tends to change speed. Just when you 
think you've timed your move right, 
the damn thing speeds up, leaving 
you in despair as the ball drains. 

Hmm, sorry folks... not convinced. 

1/5 
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Once you've cleared all of the 
blocks at the top of the screen, 
more appear. Remarkable, eh? 
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Egads, I hear you cry! It's a bit of a 'looker', is it 
not? Well actually no, but then again, this was 
created before the steam engine, so I'll go easy. 


DRRCON BUSTER 


Bloody hell! This is as basic as they get without 
being Space Invadersl Dragon Buster is a pretty 
simple game (and that's being kind) that wouldn't 
seem out of place on a Spectrum. You take on the 
role of adventurer, running and jumping around a 
2D environment, complete with bottomless pits 
and ropes to climb. As you travel through tunnels 
and the like, special 'rooms' are entered, where 
upon that room's major baddie appears. This 
could be a fire-breathing dragon, a spell-casting 
wizard, or just a soldier with a large pointed stick, 
but it's at this point you have two options; either 
use up one of your valuable fireballs to do some 
damage, or get stuck in with your sword at the risk 
of loosing some of your precious vitality. 

This goes on for a while, and after each major kill 
you'll receive anything from extra vitality potions 
to extra fireballs to a shield. Make the kill that 
reveals the exit and you get your vitality topped 
up slightly 
before you're 
off to the next 
location on the 
map. Get to the 
final location 
and it's 'end of 
level guardian' 
time. Which 
leaves us, sadly, 
with yet another 
'very average' 
game. D'oh. 

2/5 
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Damn! Those pointed lengths of 
metal don't half hurt when they 
go through your lungs! 



Hmm. Hardly Mario World is it? Still, a map's a 
map, so let's not be nasty - it's only trying to do 
its job. 
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The odds aren't exactly in my 
favour, and I can't even rely on 
the power-ups of the Nineties 
- they haven't been invented! 


Put simply, Caplus is an unrea¬ 
sonably hard and generally 
unrewarding Calaga clone, that 
does itself no favours. The fact 
that your ship can move up the 
screen as well as left and right 
doesn't do much more than 
confuse the already hassled 
player, and should you get 

killed during the initial stages of a level (when the 
aliens swoop in to take up position) you'll be sent back 
to the start — and I mean the very beginning of that 
level, swooping an' all!. 

In a clever twist against Ga/aga, where the latter had 
an alien that could capture your ship, you can collect an 
add-on for your ship that allows you to capture aliens. 
Once under your control, these alien ships then line up 
along-side your own craft, adding greatly to your fire¬ 
power (for the few seconds you're likely to have them 
before they get shot anyway). 

Caplus ain't bad, but it's not rewarding enough to 
make the player feel like putting in too much effort. 

2/5 



Aha! Send out the tractor beam 
and reel 'em in. Let's see how 
you like it once I've got some of 
your mates on my side. 
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I can't pretend to even recognise 
the name of this game, and it's 
certainly nothing I remember from 
the glory days of Southend (ie 
when you could still steam round and round those roundabouts in 
your Cortina MKIs). The closest comparison to any game I can think 
of, is the tanks game from the original Combat cartridge you got free 
when you bought the original Atari VCS2600. 

Very simply, you are a single tank, out to kill all of the many tanks 
that appear on the screen with you. You have an unlimited supply of 
guns, plus a limited energy shield (although this does recharge when 
not in use). The actual levels don't normally last for more than a few 
seconds, so be prepared for fast and furious action. There are on¬ 
screen obstacles 
that can be used 
for cover, but as 
the game pro¬ 
gresses, more 
accurate tanks 
appear sporting 
homing missiles 
and greater levels 
of armour. And 
there you are. It's 
pretty basic, 
worth a play and 
fairly good fun. 

3/5 



Simple stuff to start with. Just 
hold down the shield button and 
get stuck in! 



Each explosion 'blossoms' in a 
similar manner to those of 
Missile Command, so hit 'gangs' 
of tanks then sit back and watch 
the chain reactions. 


R TOUCH OF CULTURE 

As with Volume 1, Volume 2 allows you to either access the games 
directly, or go for a plod round the museum itself. In here you'll find 
all manner or paraphernalia regarding the games on offer, all repre¬ 
sented in super-smooth-O-vision. It is, however, unlikely to amuse 
you for more than a few minutes. Still, pretty isn't it! 



BUT THERE 
RRE NO 
SCORES! 

As with Volume 1, we've not 
awarded individual scores for 
Volume 2 of Namco's collec¬ 
tion simply because the quali¬ 
ty of graphics, sound, etc 
varies from title to title. The 
mark awarded here reflects 
the reviewer's thoughts on 
overall value for money and 
how well the entire disk fares 
as a possible purchase. 



MHTT 


With 

Volume 1 of 
Namco's clas¬ 
sic collection I was prepared 
to let the 'value for money' 
issue go unchallenged. With 
titles such as Calaga i, PAC- 
MAN, Pole Position and Rally - 
X on Volume 1,1 was quite 
prepared to say that old 
players would probably be 
very pleased with that disk 
in his bedroom. However, 
Volume 2 is somehow not as 
convincing, and when you 
start looking at what you 
get for forty quid this time 
round, it's not all that 
impressive. If you've fond 
memories of Xevious , you'll 
no doubt enjoy that. If you 
get hooked on Mappy, again 
you'll enjoy that. As for 
whether you'll want to play 
any of the others more than 
twice... hmm, now we're 
getting into a dodgy area. 

With Volumes 3,4 and 5 
yet to come, you can't help 
but feel the 'Namco barrel' 
is already more scraped than 
a barrel-scrapers practice, 
er... barrel. 

So, once again we find 
ourselves wondering just 
how many people this disk 
will appeal to. I personally 
find it hard to justify more 
than a few quid for this gen¬ 
erally weak collection of 
crusties. Sorry. 
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THE WORLD'S MOST 
POWERFUL CONSOLE 
AT BRITAIN'S 

LOWEST PRICE 




—1274.9* 

All Playstations are delivered the next working 
day if ordered by 3pm (Subject to stock) 

SONY PLAYSTATION 

Plus Actua Soccer .£304.99 

SONYWAYSTATION 
Plus Doom ................£299.99 

SONY PLAYSTATION _ 
Plus Need for Sphd....£307.99 

SONY PLAYSTATION 
Plus Worms .£304.99 

Buy an RGB Scart Cable at the same time 

AS A PLAYSTATION FOR JUST. £11.99 

Buy a Memory Card at the same time 

AS A PLAYSTATION FOR JUST. £17.99 

Buy a Second Pad at the same time 

AS A PLAYSTATION FOR JUST. £12.99 

Buy a Link-up Lead at the same time 

AS A PLAYSTATION FOR JUST. £14.99 


PRICE! CHOKE! QUALITY! SERVICE! 


These have made us one of the largest suppliers 
of computer games in the country today! 


UK GAMES 


Extreme Pinball.£35.99 Need For Speed . £35.99 

Fade To Black.£35.99 NFL Quarterback Club. £CALL 

FIFA '96.£35.99 Off World Interceptor.£34.99 

Gex.£37.99 Parooius.£36.99 

Goal Storm.£37.99 Panzer General.£32.99 

_ _ Hi0gane . 236 99 PGA Golf'96.£35.99 

Actua Soccer .£35.99 Theme Park .135.99 Impact Racing.£36.99 Powerserve Tennis.£33.99 wormT!! 

Johnny Bazookatone.£35.99 Primal Rage.£33.99 


3D Lemmings. 

.£3799 

Actua Golf. 

. £37.99 

Actua Soccer . 

. £35.99 

Agile Warrior. 

. £32.99 

Air Combat. 

.£37.99 

Alien Trilogy. 

. £35.99 

Alone In THe Dark. 

.£CALL 

Assault Rigs. 

.£37.99 

Chessmaster 3D . 

. £33.99 

Cyberia. 

. £CALL 

Cybersled. 

. £36.99 

D . 

. £35.99 

DEFCON 5 . 

. £37.99 

Descent. 

.£CALL 

Destruction Derby . 

.£38.99 

Discworld. 

.£37.99 

Doom . 

.£35.99 

ESPN Extreme Sports. 

. £37.99 


KileakThe Blood.. 
KrazyIvan 


...£36.99 Psychic Detective ... 


...£35.99 Theme Park. 


.£35.99 

.£37.99 

.£32.99 

Lone Soldier.£35.99 Resident Evil. £CALL To Shin Den.£37 99 

Magic Carpet Plus.£35.99 Revolution X .£36.99 Total NBA'96.£37.99 


£37.99 Raiden Project.£35.99 Thunderhawk 2 

Loaded.£38.99 Rayman.£36.99 Tilt 


Mickey's Wild Adventure 
Mortal Kombat 3 
NBA in the Zone. 


.£37.99 Ridge Racer. 

.£39.99 Ridge Racer Revolution.... 

...£37.99 RISL2 - The Resurrection. £36.99 Viewpoint.. 


...£36.99 True Pinball.£35.99 

,£Lowe$t Twisted Metal.£37.99 

.£35.99 

NBA Jam T.E.£31.99 Road Rash.£35.99 Virtual Golf.£36.99 

Shadow Warrier.£37.99 Warhawk.£37.99 

Shellshock.£37.99 WWF Wrestle Mania.£35.99 

Shockwave Assault.£35.99 Wipeout.£38.99 

Space Hulk VO.T.B.A.£35.99 Wing Commander 3.£38.99 

Starbiade Alpha.£37.99 World Cup Gap .£33.99 

Streetfighter Alpha.£Lowest Worms.£34.99 

Streetfighter the Movie.£32.99 X Com - Enemy Unknown.£30.99 

..135.99 Zero Divide 13499 STRIKER'96.£35.99 X Men Children OF THE ATOM.£35.99 

Tekken. ““ 


I All Prices 
include 
VAT. 


ACCESSORIES 


Action Replay. £24.99 

ASCII Arcade Joystick. £45.99 

ASCII Specialised Joypad - with turbo-fire, 

AUTO-FIRE & SLOW MOTION FUNCTIONS £28.99 

Technoplus Turbo Joypad replica sony 

JOYPAD WITH EXTRA TURBO-FIRE, AUTO-FIRE AND 

.£34.99 Twisted Metal .£37.99 SLOW MOTION FUNCTIONS .£17.99 

Official Sony Joypad. £23.99 

Joypad Extender Cable.£7.99 

Link Cable.£17.99 

Mad Catz Steering 
Wheel - comes 
complete with 
gearstick and foot 

pedals. £CA11 

Memory Card. £21.99 

Mouse. £24.99 
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Fw Soccer... 


.£39.99 Zero Divide . . 


...£34.99 


Multi Tap .£28.99 

AV Scart Cable.£9.99 

RGB Scart Cable • improves sound & 

PICTURE QUALITY. FOR USE ONLY WITH 

TV'S WHICH HAVE A SCART SOCKET.£14.99 

SOME GAMES LISTED MAY NOT 
HAVE BEEN RELEASED AT THE 
TIME OF PUBLICATION - PLEASE 
RING TO CHECK AVAILABILITY. 




Cut Out This order form and post to: 

GAMEPLAY, 513 BRADFORD ROAD, 
BAILEY, W. YORKSHIRE WF17 8LL 


Name:.Customer No: . 


Item 


Price 


LINES OPEN 9AML8PM MON-FRI. 

10AM-7PM SAT, I0 30AM4PM SUN 
ANSWERPHONE AIL OTHER TIMES 


WE PROVIDE ONE OF THE FASTEST DELIVERY 
SERVICES AROUND, 2-3 DAYS MAX ON STOCK _ 
ITEMS (PLEASE ALLOW 7 DAYS FOR CLEARANCE I 


| Address:. 

I . 


Space Hulk 


Dungeon Keeper 


IF SENDING A CHEQUE) 

ORDER WITH CONFIDENCE FROM ONE OF THE 
LARGEST DISTRIBUTORS IN THE COUNTRY OVER 
115,000 PIECES OF SOFTWARE SUPPLIED IN 1995! 

1 1000'S OF TITLES AVAILABLE, IF YOU CANT SEE 
THE ITEM YOU WANT, PLEASE RING AS STOCK 
ARRIVES DAILY SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES 


Postcode:.Signature: 


Tel:. 


..Fax: . 


CashG Cheque □ Postal Order □ CardD S3 j^| S 



£ 


£ 


£ 


£ 


£ 


£ 

Postage is FREE For all games shipped within Ike U.K. non 

Please add £5.00 tor PlayStation machine P&P 

Overseas postage £2.50 per software item Optional 

NEXT DAY DELIVERY available for £4.00 Please TOT A1 
order before Jpm to ensure immediate despatch 1 \J 1 ML 

£ 

£ 


Cheques payable to 'Gameplay 1 . 

Prices correct at time of going to press. E & OE 


Card No. □□□□□□□□□□□□□□□□□□-Expiry Date Issue No. □□ 


SWITCH ONLY 


WANTED 

TOUR GAMES ARE WORTS E’S 
OFF NEW TITLES 
CALL NOW FDR LATEST 
ESCSANGE DEALS 


7 FENNEL STREET 
LOUGHBOROUGH 
LEICS LEI 1 1UQ 


PART 

X-CHANGE 

WELCOME 



01503 317360 



SONY PSX JAP/US - game CALL 
SEGA SAT JAP/US * game CALL 


COnSOL- E5 open MON _ FR| 8 . 6pm SAT 8_ 4pm 

Unit 5, Crayford Works, Crayford Road, Crayford, Kent DAI 4LA [entrance opp. Comet) 


PLAYSTATION GAMES FROM £39.99 - CALL FOR LATEST PRICES 

Biohozzord (USA-JAP) e S.F. Alpha (USA -JAP) e Darkstalkers (USA-JAP) 

W.C. Ill (USA) e Alien Trilogy (USA) e Chronicle Sword (USA) 

Impact Racing (UK) e Warhammer Fantasy (USA) e 3-Decathlon (USA) 

Actua Golf (JAP-UK) e Tekken II (JAP) e Skeleton Warriors (UK) e Witchwood (UK) 
Rollcage (UK) e Spot III (UK) e X-Men (UK) e Road Rash (UK) e Magic Carpet (UK) 

SATURN GAMES FROM 39.99 - CALL FOR LATEST PRICES 

Skeleton Warriors (UK) e Magic Carpet (UK) e S.F. Alpha (USA -JAP) e Road Rash (USA) 
D (USA) e Alien Trilogy (UK) e Earthworm Jim 2 (UK) e Loaded (UK) e Wipeout (UK) 
Alone In The Dark 2 (JAP) • Vampire Hunter (JAP) • King Of Fighters II (JAP) 

Gex (JAP) • Panzer Dragoon II (JAP) 


CALLERS ALWAYS WELCOME 

01322 521 356 C3 LINES] 01322 550317 





Part Exchange Specialists 

★ LARGE SELECTION OF NEW RELEASES AND BACK CATALOGUE ★ 
★ UK AND IMPORT ALWAYS AVAILABLE ★ 

★ Playstation and Saturn game rental 
only £1.00 per day 
★ Large numbers of new and 
used games in stock. 

★ Saturn Converters only £24.99 
Ring our Tel/Fax Games Hotline 
(7 days) for details. Open til 9.30. 

Visions, 728 King Lane 
Leeds LSI 7 7BA 
































































































































































































'Let's dance in the sky" it says 


on the box. "It's a real dogfight." Actually, it's a bit of a dog of a 
game. Do we really need yet another flight sim, with you being the 
pilot of a soopa-doopa aeroplane blowing the crap out of other 
fighters? Probably not, especially when the skies are already over¬ 
crowded with the likes of Firestorm , Agile Warrior, Warhawk and, of 
course. Air Combat. 

What makes this different from any of the above games? Well, 
not a lot really - the animations are nothing new, the graphic dis¬ 
play gets in the way and your arma¬ 
ments (sidewinders, naturally) 
shoot forward and, if you can get 
them in your sights, the enemy go 
ka-boom. What else can one say 
about a sim/combat game? 

Sidewinder does have the interest¬ 
ing advantage of actually being 
difficult to fly - by far the easiest 
manoeuvre of the whole game is to 
send your plane into a spinning 
death dive exploding amongst a 
cloud of polygon flames. As such. 

Sidewinder gets more than a little 
tedious and bearing in mind that 
the likes of Agile Warrior and 




Firestorm are exceptionally difficult to better. 
Sidewinder s launch onto the marketplace seems 
both redundant and, as an import, not worth parting 
with your readies for. A dance in the sky it might be, 
but performed by people with two left feet. 

(GR) 


MISSION*! AILED 


SIONjIAI 

m 


AILED 


NO MATTER HOW CROOVY THE 
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GRAPHICS ARE , A QUICK DEATH IS A 
MERCIFUL RELEASE FROM THE TEDIUM 

of Sidewinder. 





























































ER AND YOU CAN FIRE IN ALMOST 
ANY DIRECTION. OHJOY! 


^ HYS SMUfcOS J This is one of those 
K great fun shoot'em 

ups that, if you're bored, you can play for hours. All you 
I have to do is not get hit as you zoom about, picking up 
; the extra lives and power boosters and shoot the enemy, 
r These, including the early level bosses, really don't take 
i that much work and you get through to some of the more 
interesting levels remarkably quickly. Graphically, it looks 
like In the Hunt , but top-down, which actually makes for far 
better gameplay. 

Nevertheless, Stahlfeder (which, roughly translated, means 
Steel Spring'.), despite being tame and rather hackneyed, is 
quite good fun if you're looking for something to take up 
twenty minutes before 

your mate turns up ready mgt t 

to play a Doom death- 
match. It won't stretch •^ 
you, it won't make you 
gasp in astonishment at 
wonderful sprites, 
beautiful graphics or 
ingenious gameplay, 
but it will keep you 
ticking over. 

Not worth getting 
on import, but if a 
cheap UK version 
turns up, then if 
you want some- 
Vk thing basic, then 

this could be _ 

worth a look. I 


BOSSES ARE NOT 
EXACTLY THE 
MOST DIFFICULT 
OF OPPONENTS j 
BUT AS THE CAME 
PROGRESSES... 


1 


- 


Pick up the appropriate boost • 


ZMiiiu.ty 




THE INITIAL LEVEL 


Enemies can fly in from 


\AS YOU MIGHT EXPECT, 


1 

y 


55 j 

<* ■ J aft ptt m J 
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IMPORT ROUND-UP 
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A TRIFLE 

SLOW , 4/VD M>WfES the intermittent combat scenes 

RATHER LONG-WINDED. 


c 


) 


BY: Baridai 


From 

browsing 


through Japanese magazines and watching ^jj 
imported Manga tapes, it becomes apparent 

that our Eastern friends are obsessed with large-breasted teenagers and hard 
blokes who are genetically-enhanced so they can plug themselves into towering 
robot suits. These suits then allow them to uphold the law/terrorise the world/get 
the large-breasted girl followed by numerous explosions, high-pitched shrieks, and 
wide-eyed passers-by fleeing in terror. 

Unsurprisingly, a number of import titles have featured such towering machines 
(thankfully, more than have contained the said females), and Bandai's Mobile Suit 
Cundam is the newest to hit the PlayStation, With the player strapped into the latest 
in robot technology, the game drops their armoured figure into a 3D location overrun 
by similarly-suited bad guys. Using the variety of weapons aboard the machine - 
lasers, plasma weapons, and a strange pink device - the said enemy robots leg it 
around the screen and the game reveals itself to be a second-rate Krazy Ivan — which 
is a less than top-notch title itself. While the player gets to grips with the weapons, 
the robots leap across the drab landscapes like a couple of Easter bunnies. As such, 
the action is simply a matter of lining them up in your sights, 

• blowing them away and waiting for the next lot. Hardly the most I 
inspired of ideas, and one that soon gets very dull indeed. 

Thankfully, there's very little chance of Mobile Suit Cundam 
A hitting these shores in a PAL form, so once again we are spared I 
B the release of a dodgy 

title which fails to live * 'll 5 . 


up to the standard set 
by its impressive ren¬ 
dered intro sequence. 

k (SM) 


THE WEAPONS ARE ACCESSED 


THE Rl BUTTON, AND RANGE FROM 
MISSILES TO PLASMA GUNS. 
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BUY 


We've got stacks of titles, 
both New and 2nd hand, 
across a wide range of 
formats. And they’re all 
CHEAP! 


sell 


Sell your unwanted 
imes and goodies for 
iSH! Decent rates and 
instant sales. 


Part-exchange what you've 
GOT towards what you 
WANT! Massive savings on 
NEW GAMES!!! 


PLAYSTATION SATURN PC CD-ROM 31)0 

Slreelfighlor Zero 179.99 Saturn I K Machine £298.99 (with Duke Nukera 31) £31.99 Doom £34.99 

Road Rash £37.99 tree universal adaptor) The Dig £32.99 Star l ighter £39.99 

Biohazard £79.99 Mien £61.99 Wing Commander IV £34.99 Battlesport £37.99 

Darkstalkers £79.99 StreetSighter Zero £34.99 FI Grand Prix 2 £34.99 Phoenix 3 £37.99 

Toshinden2 £69.99 Wan Gan Raring £61.99 Dungeon Keeper £34.99 Shockwave 2 £14.99 

Rid<re Racer Revolution £72.99 Darkstalkers Revenge £69.99 Warcraft 2 £34.99 PG \ Tour ’96 £ 39.99 

Revolution \ £19.99 Virlua Fighter 2 £39.99 Civilisation 2 £34,99 "D" £39.99 

Descent £39.99 Toshinden S £54.99 This Means War! £34.99 Foes of Ali £39.99 


Two Tenkaku £69.99 


Guardian Heroes £69.99 


Gabriel Knight 2 £31.99 


Captain (Juazar £39.99 



2nd Hand BARGAINS 


Want to order any of the above games? 

Wan! to find out how much your old games are worth 
in exchange? 

Want to see if anything \EW has arrived since this 
advert was printed? 

Xo problem. Just call our Mail Order department on 
0171 636 2666 (ask for "Mail Order"). Lines are open 
lOanwpm Monday to Saturday. If you have a credit 
card, you can order the goods there and then- they’ll 
be despatched the same day*. 


We also have a massive stock of 2nd-hand bargains, across a wide 
range of systems. 

There isn't room to print a full price list- but here’s a few examples: 

:>l)() Systems from V125! 

S\ES & Megadrive games from £5! 

PC games from £8! 

Playstalion & Saturn games from £25! 

Jusl call the mail order ilcparlmenl TflD W io find oul what's in slock- 
and don'l forget, you can always TRMIE your old games and syslems 
towards the items vou want! 


SWITCH 


ucm, 





Website: 

It 11 p: / / vv wwxex.co.ii k/c ex / 
e-mail: 

enquiries@cex.co.uk 


Branch addresses & 
phone numbers... 


All prices and offers subject to change without notice & subject to availability. Prices correct at press time, E&OE. All trademarks 
remain the copyright of their respective owners. I.D. required from sellers of stock. This ad= d:\images\Iatest\EDGE.CDR 





COMBAT 


Various Options 


An interesting one this. Just press 
■, A and Left (on the Dpad) while 
watching the intro, and you will 
get a more detailed intro showing 
some of the skills in the game. 


Hidden intro 


Lots of interesting things to muck about with 
here, so just load the game, and before the intro 
appears (ie when the 'bird' logo shows) press and 
hold R1 and •. The screen should now fill with 
lots bouncing CDs, and the following combina¬ 
tions will result in the following effects: 


1. Up, Down, Left, Right — Now, whenever the 
game loads anything, a secret game appears to 
keep you happy. 

2. Up, Down, Left, Right, Up, Down, Left, Right 
and R1 - This let's you select the colour of 
your plane. 

3. Start ten times, R1 — Sets your wingman's 
paint to the original preset colour. 

4. Left, Right, Left, Right, Down, Up, Down, Up, 
#, •, A, A, A — Allows you to play the original 
paint job planes in two-player mode. 

5. Up, Down, Left, Right — This enables you to 
play a hidden game. 


Or, if those 
brilliant colour 
shenanigans 
don't get your 
pulse racing 
(and yes, I am 
being sarcastic) 
try some of 
these hints: 

1. Finish the 
game on EASY 
level and then 
start again. 
You'll find that 
you can now 
chose from all 
16 planes Right 
from the very 
beginning. 

2. Complete 
the game on 
NORMAL level 
and you'll find 
that not only 
are all the 
planes available 
from the start, 
but so are all of 
the various 


wingmen. 

3. Become the master and complete the game on 
HARD level, and when you start the game again 
(like you're really gonna' want to do that again!) 
you'll have all the planes, all the wingmen, and be 
able to chose from all the levels. 




























































Secret Cheats 


Pause the game and go to the options screen. 
Now type in the following code of your 
choice, exiting the screen by pressing •. By 
then pressing ■ you can access the cheat 
menu. 


A,B,A(x8) 

■ (x5),A(x5) 

■ (x5). A, X 
A,B,X, A, X, X 


— Super Power 

— Super Goalkeeper 

— Super Strikes 

— Curve Ball 


■, A,X,B, A, X 
X,B, A,X,X,A,B,X 
A (x5), X, A 


— Stupid Team 

— Crazy Ball 

— Super Defenders 


■, A, ■, X, ■, A - Penalty Shoot-out 
X, X, X, A, ■ (x3), A - Invisible Walls. 


You can also alter the shadows on the players 
longer by pressing R1 and using the Dpad 
while in action replay. 


AGILE WARRIOR 


Various cheats 


WIPEOUT 


Slow Race 

Yes I realise that it doesn't sound like a 
very handy cheat, but if you're trying to 
learn new or difficult tracks (such as that 
nasty Silverstream bugger) it's a god¬ 
send. Load Up the game as normal and 
begin a race. Before you actually take off, 
pause the game and select the CD track 
called Wipeout. Now press the 'Open' but¬ 
ton and the speed of the game halves; 
making things ever so slightly easier. If 
you want things back to normal, just close 
the lid at any 
point, but make 
sure that what¬ 
ever you do, 
you do close the 
lid at the end of 
the race other¬ 
wise the game 
will lock up. 


ASSAULT RIGS 





Maximum Fuel and Armour 

Left, ■ (x 4), Up, A (x 3), Right, •, Down, X, 
A (x 3),#. 

Max Weapons (999) 

Left, ■ (x 4), Up, A (x 3), Right, #, Down, X, 
R1 (x 4), LI (x 4), R2 (x 4), L2 (x 4). 

B1 Airstrike 

Left, ■ (x 4), Up, • (x 3), Right, •, Down, 

X (x 6). 

Mesh Fog Editor 

Left, ■ (x 4), Up, A (x 3), Right, •, Down, X, 
Down, Down, Down, A (x 3). 

Overhead Map Translucency 

Left, ■ (x 4), Up, A (x 3), Right, •, Down, X, 
#(x5). 

Invincibility 

Left, A (x 4), Up, A (x 3), Right, •, Down, X, 
A (x 3), ■- (NOTE: You can still run out of 
fuel!) 


Complete codes list 


1 cccccc 

2 SXSXTS 

3 TSSCCT 
4TSTTCT 
5STTTXT 
6TSCCXS 
7 XSSSCT 
8TSXSTT 

9 STSXTX 

10 TTCSXS 
11TTXTCS 

12 CSTTTC - PBM 

13 TSCXTS-RAMPS 

14 TTXSSX- OASIS 

15 txnn- HALLS 
10 CStttS- COASTER 

17 TTTCTS - MINE 

18 SCSXST - LOOK UP 

19 XXSXTt- DEADLINE 

20 XSXTTS - FORT 

21TSTSTT- STAIRWAY 

22 S5TC5T - PARK A LOT 

23 CXXXXT - 2AMCAM 

24 TSSTTT- SHOOT ME 

25 TCTTCS - WILD 

26 SCCXCX - OIL RIG 

27 XCSTTS- RIGHT WAY 

28 SES5SS-WASTE TWO 

29 TSCXCC- DODGE 

30 SCXCXS - AIR 
31CSXTCT - JUMP 

32 TSXCSX - ROOMIOI 

33 XXTXXS- FIREPOWER 

34 XCSECS - WAVE 

35 CTXTXT - PUSH OFF 

36 XTTXXS - PERIMETER 

37 XTTXTS - SPIRAL 

38 CXTT5XT - ROUNCE 

39 STSTSX-THE CASTLE 

40 SXTXXT- FORTRESS 
41TXTCSX-LIFTS AHOY 


Passwords 

5433 
This pass¬ 
word sets the 
first three 
missions as 
complete and 
opens 
Missions 
Four and 
Five. 


0007 
1213 
1224 
7154 
This pass¬ 
word sets all mis¬ 
sions at complet¬ 
ed and opens the 
final mission. This 
is called Area 51, 
and is set at a top 
secret Nevada 
base complete 
with flying 
saucers and 
Stealth fighters! 





WARHAWK 


RAYMAN 


Level Codes 


A, X, •, ▲ 
X, A, ▲, X, X, •, •, ■ 
•, ■, ■. •, •, X, A 
■, X,X, A, X 

A, X, X, A 


Canyon Level 
Airship Level 
Volcano Level 
Gauntlet Level 
Storm Level 


Health and Armour 


First select a Single Player game set on the 
'I am a wimp' difficulty level, then change 
the mode to 'Co-operative'. Go to the 
options and select 'Password', entering 
the code 4P2V4NQBNL. When the game 
tries to connect, press Select to abort and 
then change the mode back to Single 
Player. Hey nonny, you'll start the game 
with 200 health points and an armour rat¬ 
ing of 200. If you want to change the diffi¬ 
culty level back 
from 'I am a 
wimp', make 
sure that you 
do this after 
changing the 
mode back to 
Single Player. 


Codes 


Darren Cunningham and his girlfriend, 
Charlotte, have managed to worked their 
way through Rayman to the point of com¬ 
pletion (rather you than me kids - and 
yes, I did just say that to annoy our 
dayman-loving readers). Anyway, have 
some codes to help you on your way. 
NW?WDX9!DQ - 100% complete, allow¬ 
ing you access to the Dark Man in Candy 
Land. WLGWNV9F46 - Game complete. 
See the 


credits. 
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LEVEL 

CODE 

TITLE 

i 

TIME 

AMOUNT 

TO SAVE RELEASE RATE 

01 

_ 

TAKE A DIVE 


8.00 

80 

79 

80 

1 02 

BLIMBING 

THAT'S Right 


4.00 

80 

70 

80 

03 

FANAGALO 

BOUNCE BOUNCE 


5.00 

30 

20 

50 

1 04 

DRICKSIE 

THE BEAN MACHINE 


5.00 

30 

20 

30 

05 

KURTOSIS 

IT'S A RUNAROUND 


8.00 

o 20 

10 

50 

1 06 

GREGATIM 

IT'S A BLAST 


5.00 

40 

20 

30 

07 

WALLAROO 

CANDYLAND CLIMBER 


5.00 

6 

4 

50 

1 08 

AVENTAIL 

LEMMINGS INSIDE 


5.00 

40 

20 

50 

09 

GAZOGENE 

A SHORT CUT THROUGH THE FOREST 


10.00 

80 

40 

50 

1 10 

JINGBANG 

CASTLE LEMMALOT 


10.00 

20 

L_i_ 

i 

11 

DIALLAGE 

IT'S A CLASSIC 


7.00 

80 

60 

50 

Q2_ 

BUNODONT 

ALPINE ASSAULT COURSE 


4.30 

80 

65 

50 

13 

NAINSOOK 

TOWER OF STONE 


7.35 

40 

20 

* 

u_ 

YAKIMONA 

SLIPPERY MAZE 

_L 

4.30 

80 

L « 

- 

15 

FUMITORY 

THE M-A-Z-E 


5.00 


30 

50 

hi _ 

CINGULUM 

1 Down THE MIDDLE WE GO 


5.30 

80 

50 

20 

17 

BESLAVER 

HOLE IN TEN 


5.00 

10 

10 

40 

u_ 

1 ANABLEPS 

1 CORKSCREW DIGGER 


10.00 

80 

50 

1 

19 

QUINCUNX 

ATTACK OF THE 50ft LEMMING 


8.00 

80 

60 

50 

hi 

1 TARLATAN 

| ALILEMMS 

1 

8.00 

30 

22 

50 

TRICKY LEVEL 

01 

— 

JELLY CLIMBER 


4.00 

10 

6 

50 

1 02 

GUMMOSIS 

WHICH EXIT? 


5.00 

40 

35 

50 

03 

PRODNOSE 

THIS IS THE ARMY 


7.00 

30 

20 

20 

1 04 

NGULTRUM 

FORE! 


8.00 

30 

20 

40 

05 

COTTABUS 

BREAKOUT 


6.00 

80 

50 

80 

1 06 

BEDAGGLE 

LEMMHANGER 


5.00 

25 

15 

10 

07 

EPICALYX 

FOLLOW THE YELLOW BRICK ROAD 


7.00 

40 

30 

20 

1 08 

HOMALOID 

ALL ALONG THE WATCHTOWER 


10.00 

80 

60 

50 

09 

LALLYGAG 

LAND AHOY 


10.00 

40 

30 

50 

h° _ 

BILBIAL 

TOOTEN LEMMING 


6.00 

40 

30 

20 

11 

CACOFOGO 

AHEAD ABOVE THE REST 


10.00 

50 

25 

25 

hi _ 

METAVURT 

DOT TO DOT 


12.00 

80 

30 


13 

SLOWBURN 

SHADOW MAZE 


8.00 

40 

26 

30 

hi _ 

PELLUCID 

OH NO! MORE PYRAMIDS! 


10.00 

80 

40 

5° 1 

15 

MAKIMONO 

CHOCOLATE DROP 


10.00 

80 

60 

50 

hi _ 

KHUSKHUS 

LEMLAB 


6.00 

40 

35 

25 1 

17 

DISPLODE 

GARDEN MAZE 


5.00 

40 

35 

30 

r_ 

RACAHOUT 

PLAYTIME 


10.00 

80 

65 

35 

19 

ORGULOUS 

STILT WALKERS 


10.00 

60 

30 

50 

20 

DUNCEDOM 

KING CODER'S TOMB 


10.00 

60 

50 

10 


mmm 































LEVEL 

CODE 

TITLE 


TIME 

AMOUNT 

TO SAVE 

RELEASE RATE 

01 

— 

SPAGHETTI JUNCTION 


10.00 

80 

60 


50 

02 

GEROPIGA 

PICKY PLATFORM 


8.00 

80 

60 

i 

50 

03 

BONTEBOK 

LET THE RACE BEGIN 


5.00 

80 

60 


50 

04 

EMPYREAL 

POLES APART 


10.00 

80 

60 

i 

30 

05 

LANGLAUF 

3D A LEMMING ODYSSEY 


10.00 

80 

62 


50 

06 

NANNYGAI 

RICOCHET 


10.00 

40 

36 

_L_ 

60 

07 

SARATOGA 

IF THE TIMING IS Right! 


7.30 

80 

70 


20 

08 

QUINTAIN 

RESCUE TEAM 


8.00 

80 

65 

1 

50 

09 

MUSQUASH 

WHICH TRAMPOLINE? 


7.00 

80 

72 


50 

10 

1 ZOMBORUK 1 

IT'S THE NAME OF THE GAME 


8.00 

80 

56 

1 

94 

11 

SKILLING 

CHAOS MAZE 


10.00 

80 

50 


50 

12 

1 WOBEGONE 

TEAM WORK 


6.00 

80 

79 

1 

90 

13 

BINDIEYE 

MOTHERBOARD 


10.00 

80 

60 


75 

14 

FRAXINUS 

AWAYTEAM 

r 

7.00 

80 

74 

1 

55 

15 

LINDWORM 

JELLY BELLY BIRTHDAY CAKE 







16 

1 CURLICUE 

THE ARENA 

_ 

7.00 

50 _ 

44 

1 

50 

17 

HANEPOOR 

T MINUS FIVE AND COUNTING 


5.00 

40 

39 


50 

18 

IDEMQUOD 1 

SNAKE 


7.00 

80 

50 


70 

19 

BLANDISH 

LEMMTRIS 


7.00 

80 

74 


50 

20 

MALAGASY 

DEATH SLIDE 

i 

10.00 

40 

25 


20 

MAYHEM LEVEL 

01 

— 

THE FIVE ARCHES 


4.00 

80 

78 


50 

02 

GARGANEY 

BRECHIN'S STAIRCASE 


6.00 

60 

_- 

J_ 

50 

03 

KAOLIANG 

TOWER OF LEMLAB 


10.00 

80 

50 


5 

1 04 

MAROCAIN 

1 SKI JUMP 


4.00 

20 

12 

1 

1 

05 

OBTEMPER 

THE PRISONER 


4.00 

20 

17 


20 

1 06 

TASTEVIN 

FAMILY TREE 


10.00 

80 

_“ 

J_ 

99 

07 

VELLOZIA 

DRIVING RANGE 


10.00 

80 

64 


99 

1 08 

BORACHIO 

FIVE TOWERS 


6.30 

40 

_» 

JL 

50 

09 

JACKAROO 

OVER THE TOP 


10.00 

80 

70 


35 

1 10 

COLLAMON 

THE HANGER 


5.00 

80 

_« 

_L 

35 

11 

BANAUSIC 

ACROSS THE NETWORK 


10.00 

80 

70 


70 

1 12 

FABURDEN 

RAIDERS OF THE LOST LEMMING 

i 

10.00 

40 

28 

_L 

20 

13 

RECKLING 

THE CATACOMBS 


10.00 

80 

40 


50 

14 

MIRLINTON 

SWEET TOOTH TELEPORTER 


5.00 

40 

_ 


20 

15 

OPAPANAX 

HOLE IN ONE, TWO, THREE 


8.00 

40 

40 


70 

16 

BIMBASHI 

FUN FAIR 


5.00 

40 

_” 

_L 

20 

17 

CAATINGA 

CRITICAL PATH 


2.30 

20 

19 


50 

1 18 

PENSTOCK 

CASTLE PERALUS 


2.30 

20 

_" 

_L 

50 

19 

SPRINGAL 

TUTHER CIRCUS LEVEL 


5.00 

80 

75 


50 

[ 20 

BABIRUSA 

1 FINAL MAZE 


10.00 

40 

25 


70 





































CHERT MODES 

In addition to the all-powerful cheats and level 
skips printed last month, here's a selection of 
other handy hacks to make fragging Satan's fat 
ass that bit easier. 

ALL WEAPONS AND KEYS 
X, A, LI, Up, Down, R2, Left, Left 

X-RAY VISION 

LI, R2, L2, R1, Right, A, X, Right 

ALL LINES ON MAP 
A, A, L2, R2, L2, R2, R1,B 


Continuing on from last month's guide to finding two of the secret levels in CT 
Interactive's brilliant Doom, here is the concluding walk-through to locating the 

REMAINING TWO HIDDEN STAGES AS WELL AS THE INFAMOUS CLUB DOOM. 



FORTRES5 OF MYSTERY 


^ CQPEs CKHDP33X35 


WHERE TO FIND IT 

The Fortress of Mystery is entered via the Spawning Vats - Level 15. 
Open the door and hack the Bull Demon with the chainsaw. Switch 
over to the shotgun and blast the zombie trooper before walking 
through the door on the left. Run down the stairs to the left, go up on 
the elevator and up to the opening at the end of the corridor. 
Eliminate the Imps before grabbing the yellow key and dropping off 
the ledge. Through the archway, open the yellow door and take out 
the Imps before opening the door at the far end of the hallway. 
Shotgun the demons and nip into the alcove at the back of the room, 
flicking the switch to lower the platform on which the red key rests. 
Grab the key and back-track through the yellow door, turning left and 
left again before opening the nearby door. Ignore the red door and 
instead run through the arch and around to the left. Frag the Bull 
Demons in the room on the left and step onto the secret teleporter 
hidden inside the acid pit opposite the entrance to the room. Inside, 
slice through the demons with the chainsaw before grabbing the 
armour from behind the door. Now quickly retrace your steps, back 
through the teleporter and turn immediately right. If you're fast 
enough the wall will lower, uncovering a hidden switch that leads to 
the Fortress of Mystery. 



ATOP THIS LEDGE. FORTRESS OF MYSTERY. 
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WHERE TO FIND IT 

Enter Level 29, Twilight Descends. To reach the hidden exit first find 
the blue and red keys. The first is located in the room full of zombie 
soldiers and crates - just leap across the boxes to reach the blue key. 
The red key is a little more difficult to find. Open the blue door and 
wipe out the various nasties lurking in the darkness. Climb the stairs 
and run round to the left. Take the elevator to the next floor and 
walk through the door. Along the corridor, open the secret door on 
the right, marked by the light cast against the wall. Bag the bad guys 
inside and flick the switch, opening a door to the left. Run along the 
corridor and hit the skull switch at the end, before returning back 
through the darkness, through the secret door. Turn right and blast 
the Imps lurking between the pillars. Hit the switch on the side of 
one of the columns, then go up in the nearby elevator that leads a 
small alcove filled with zombie troops. Activate the switch, drop 
back off the ledge and push the skull by the stairs. 'Use' the bottom 
step to lower it, then climb up to grab the red key. Leave the build¬ 
ing and open the red gate. Frag the Barons of Hell on the distant 
island, then climb the stairs to the dark room plagued undead sol¬ 
diers. Jump across the acid pit and onto the ledge before running up 
the steps and hitting the switch. Pick up the yellow key and run 
across to the door that has just opened to the right. Inside, pull up 
the map and open the hidden door on the right. Take out the Imps, 
then run and grab the plasma gun from the alcove on the left. Run 
back into the opposite room and stand by the central torch, taking 
out the Baron of Hell first. Yank the lever and run backwards to the 
alcove where the plasma gun was found, and a secret door should 
raise, leading to The Marshes. Note: you have to be extremely quick 
to reach the hidden door in time. If at first you don't succeed, try 
and try again. 



SWITCHES MUST BE FUCKED FIRST . 


^mmmm.ni s is giveaway ‘ 

BY A PILLAR OF LIGHT. 



As soon as the skull switch is 
flicked, a Cyberdemon appears 
behind you. Whip out the BFG, 
stand back and let rip. 






To grab a super charge, leap 
into the teleporter hidden 
inside this building. Watch out 
for enemy blasts when your 
materialise, though. 



A rocket launcher is located 
inside this building. 

To lower the floor, hit this 
switch (a) and run across to the 
opening here (b). 
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The BFG is hidden in this alcove 


(a). To reach it, climb up onto 

The door which leads to the 

the ledge (b) and run around 

exit is opened by hitting the 

the perimeter ridge. 

switch on this wall. 
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CLUB DOOM 

C_3 

C/3 


CODE: CKFCR93Z97 


TO FIND IT 

Club Doom is accessed from The Mansion (Level 58), which is in turn 
entered via the Suburbs. From The Mansion, grab the blue key and 
open the door leading to a long corridor. At the end, turn right and 
'use 1 the wall to open a hidden chamber. Grab the bonuses from the 
darkness. Turn around and run through the hallways until you reach 
the green staircase. Climb the steps and open the hidden door to the 
left. Inside, wipe out the demons before grabbing the yellow key 
which is hidden on one of the pillars. Back outside 
the room, run right and take the first turning on the 
left. Raise the yellow bar and hit the switch on the 
wall, before running back up the green staircase and 
out in to the open. Nuke the Barons of Hell and flick 
the switch that lowers the wall surrounding the tele¬ 
porter maze. Grab the key from the centre (see last 
issue on how to negotiate the maze) and return back 
to the opening room, where the blue key was origi¬ 
nally located. Walk through the door on the upper 
level, leading to a cage housing a couple of demons. 

Take them out and open the red door, activating the 
switch at the end of the room. Turn around and walk 
into the chamber opposite. Walk around to the far 
wall and face the moving elevator. Leap onto the 
ledge to the left and wait for the teleporter on the 
right to lower. Facing the central pillar, hit the use 
button to operate the switch on the corner of the 
column, then back up onto the nearby teleporter. 

Run backwards and off to the right, nipping into the 
dark chamber. If you're quick enough a secret door 
will be open, leading to another room. Inside this 
bleak chamber, hit the nearby skull switch to find the 
hallowed Club Doom... 




Flick the switch behind 

THE RED DOOR TO REACH 
THE TELEPORTERS. 


Club Doom is entered 


}FROM THE 
INSIDE THIS DARK CHAMBER. 


You'll need to cet the yellow key 


before Club Doom is reached . 


Stay safe by lurking in the DJ 
area. You'll get a clear view of 
the dance floor from up here 
and there's even a super shot¬ 
gun to pick up. 


To reach the exit, press the 
button on the wall (a) and run 
across to the door in the dis¬ 
tance (b). Navigate the maze 
and head for the way out. 





















































X-COM — a brilliant game, with much to do 
and many ways to die. But fret ye not, bold 
crimson navigator of the night, as this month 
we begin our advanced player's guide, with 
more than just a few tasty hints, tricks, and 
cheats. Oh yeah, and a few legitimate tactics 
as well. 




THE MANY WAYS TO LOSE: 

1) If you remain in debt for more that 
$1,000,000 for a period of two months, your 
sponsors will indicate how impressed they 
are with your performance by terminating 
the X-COM project. Needless to say, the 
aliens then win. 

2) If you have two consecutive 'bad months' 
(ie two months with very large negative 
scores) your sponsors will again terminate 
the X-COM project. 

3) It's game over if you lose all of your bases 
to the aliens... 

4) ...and similarly 'home time' if you get to 
the big "final mission" but then fail to com¬ 
plete it. 

ATTACKING UFOS 

1) Fairly obviously, you should only to attack 
UFOs over land if you want to salvage any 
wreckage and capture/kill alien survivors. If 
a UFO lands before your fighters can inter¬ 
cept it, keep a fighter over the location until 
soldiers can get there. Should the UFO take 
off again, you will instantly engage. 

2) Because the more powerful craft weapons 
will totally destroy smaller UFOs, you might 
want to keep one fighter armed with the 
more basic weapons for salvage purposes. 


THE SCORING SYSTEM 

Scores are kept for both the human side and 
the alien side. Positive scores come from a 
number of things, but mostly from: 
Conducting successful research 
Capturing aliens 
Killing aliens 

Shooting down and/or destroying UFOs 
Destroying alien bases 
Collecting alien equipment 
Negative scores come from: 

Losing X-COM soldiers 
Losing X-COM crafts and HWPs 
Civilian deaths 

Aliens score points by: 

Overflying Earth, 

Landing on Earth (whatever purpose). 
Building and keeping bases on Earth, 
Conducting terror raids — especially if you 
ignore them. 

Signing pacts with funding countries (who 
no longer finance you). 

Conducting harvest and/or abduction mis¬ 
sions on Earth. 


Your net score (the score shown on your 
monthly performance report) is calculated 
thus: your score, minus the alien's score. 
The funding changes are affected by your 
total score. 



LOCATING ALIEN BASES 

1) Though it is possible for external X-COM 
agents to locate alien bases, don't rely too 
heavily on them. It's far better to watch the 
alien activity on the graphs, looking for loca¬ 
tions where there are reports of high alien 
activity without any interception. Strangely, 
a slow craft like the Skyranger actually has 
excellent scanning range, and is therefore 
perfect for spotting alien bases. 

2) You should also watch UFOs' flight pat¬ 
terns. If you lose tracking during a chase, 
rather than just heading for their last known 
position and patrolling, try to guess where 




1) Always try to hire scientists and engineers 
in the last hours of a month. This way they'll 
arrive in the early stages of the following 
month, ensuring you get maximum research 
from them but no additional salary costs. 

2) Don't forget that in a workshop, the 
object being manufactured will take up a bit 
of space, so don't be surprised if you can't fit 
all fifty engineers in at once. 


GETTING AROUND THE GEOSCAPE 

1) Clicking on the UFO icon will display all 
the known information about a craft. If you 
have detected a craft with the Hyperwave 
Decoder, this could provide a considerable 
amount of info. 

2) Once shot down, the UFO Crash Site usu¬ 
ally remains for a few days, so if you have no 
soldiers available at the time, you can often 
allow it to sit unattended for a day or two. 

3) UFOs that have landed voluntarily will 
never remain settled for more than a day. 

4) Terror Sites never appear for more than a 
day, and considering how many points the 
alien side score when you fail to respond to 
these events, you should always respond 
ASAP (even if it means abandoning other 
activities or having to accept night missions). 

5) Information such as craft size can still be 
called up from crashed or landed UFOs. 

6) Check your graphs regularly. As well as 
helping to determine where additional bases 
might be located, you can also monitor coun¬ 
tries with high alien activity and how well 
they pay for good defending. 






































LOOKING AFTER HOME BASE 

1) There's a tricky decision to be made when 
selecting a location for your first base as, 
because it's likely to be your only base for a 
while, you want the best overall coverage 
while maximising the covered countries' 
total payments. It appears that the United 
States pay the most, Japan the second most, 
and Europe third with a large amount of 
sponsoring countries in a cluster. However, 
considering that the covered countries raise 
their payment by a random amount following 
positive action, you have to decide whether 
you'd rather receive 10% of 50,000 or 10% 
of 700,000. Comprende? 

2) So, While Northern US is a good starting 
place, in the early stages on the game (ie 
when you only have a small radar and one 
base) you'll only really be able to cover US 
and Canada, whereas a base in Central 
Europe would be able to cover the United 
Kingdom, France, Germany, Italy, Spain, and 
even a little bit of Russia. 

EARLY BASE MODIFICATIONS 

1) Because of the time it takes to build extra 
base facilities, you need to order these build¬ 
ings as soon as possible and, one would sug¬ 
gest, in this order: 

1. Alien containment — for holding your live 
alien prisoners, 

2. General stores — for stashing ammo and 
salvaged artifacts, 

3. Long range radar - with improved detec¬ 
tion range. 

Later, when you have more money to spare, 
add living quarters, labs, workshops, and 
defences — in that approximate order. 

NOTE: Though it won't occur until much later 
in the game, once you have a Hyperwave 
Decoder you won't need any radars, so dis¬ 
mantle these. The Hyperwave Decoder 
detects 100% of the UFOs within its range 
(which is a great deal better than the Large 
Radar's anyway). 



NEW BASE EXPENSES 

BASE LOCATION 

LIFT COST 

COVER AREA 

Africa, South 

550,000 

South Africa 

Africa, North 

650,000 

Nigeria, Egypt 

Atlantic, North 

500,000 

Greenland 

America, North 

800,000 

USA,Canada 

America, South 

600,000 

Brazil 

Antarctica 

900,000 

Antarctica 

Arctic 

950,000 

Arctic 

Asia, Central 

500,000 

Western China 

Asia, South East 

750,000 

Japan, Eastern China 

Australasia 

750,000 

Australia 

UK.France.Germany, 

Italy.Spain 

Eastern Commonwealth 

Europe 

1,000,00 

Pacific 

600,000 

Hawaiian islands 

Siberia 

800,000 

Western Commonwealth, 
India 


CLOSE ENCOUNTERS 

1) When intercepting a UFO, try to launch 
from the base closest to the UFO's apparent 
intended target (if you can deduce this by 
watching the UFO's path for a minute or 
two). Tail chasing is the best way to lose a 
target (not to mention wasting time and 
fuel), so try to intercept from the front or 
side rather than from behind. 

2) If a UFO lands on the dark side of Earth, 
you might find it better to patrol nearby and 
wait for daylight and a slightly easier mis¬ 
sion. Needless to say, if the UFO takes off 
before this occurs, you need to react quickly 
or lose the craft. 



GROUND ASSAULTS 

1) If possible, attack landed UFOs rather 
than shot-down craft as they will contain 
more artifacts, not to mention an extra fifty 
units of E-115 for every intact engine. The 
obvious down side is that you'll encounter 
more aliens. Bugger. 

2) Though only sending troops to shot-down 
UFOs makes for an easier and higher scoring 
game, it also results in a slower progression 
as items for research and raw materials pre¬ 
sent themselves more readily when attacking 
landed craft. 


DEFENDING DASES 

1) Defending against alien raids is by no 
means an easy task. The good news is that, 
unless you are doing particularly brilliantly, 
the aliens won't bother approaching your 
bases for quite a while in the game. 

However, once alien battleships start 
trundling towards your bases, it's brown 
trouser time. 

2) To defend effectively, you need to do 
everything possible to raise your defence 
rating. If you'd prefer not to fight inside your 
own base, you need to be looking at some¬ 
thing like 3000-3500 plus grav shields. Three 
fusion ball defences and grav shields usually 
do the job defending a base completely. 

3) If you don't have the equipment to fight 
battleships as they fly in, you're going to 
have to fight them one the ground once they 
penetrate the bases outer defences. 

However, you can expect to see tons of aliens 
on such a raid. 

NOTE: You'll normally find that before a raid 
small UFOs scout ahead. If you can destroy 
these scouts before they detect your base's 
location, you can prevent the main attack. 

4) Should things get too sticky, you can dis¬ 
mantle a base completely by first removing 
all facilities and transferring all staff and 
equipment elsewhere where possible (unless 
you've finished with them obviously). The 
final act in leaving a base is removing the 
access lift itself. 

HUMAN AND ALIEN CRAFT 

1) An important detail to remember is that as 
well as utilising only conventional jet 
engines, the standard craft also incur a 
monthly rental charge. UFO-based craft, 
however, do not. Oh no. 

2) Try to replace your Skyrangers and 
Interceptors as soon as you can to save on 
this monthly lease. The only thing you might 
want to consider, is that the Interceptors 
actually have a longer range than Firestorms, 
and with twin plasma cannon, can attack any¬ 
thing except battleships. 

3) Don't bother with the Lightning as it's 
best part of useless (with four one-space 
doors meaning no HWPs can be used). Just 
go straight into researching for the Avenger. 



























2) If you're looking to exploit this early in 
the game (ie before your engineers get busy 
with some real work) you can build and sell 
Motion Scanners to keep the funds rolling. 
Don't turn your nose up at any amount of 
profit, because every grenade helps! 

3) Only ever manufacture items that you real¬ 
ly need (ie essential crafts). Try to avoid hav¬ 
ing to manufacture your own ammo as most 
deplete your precious supply of Elerium-115. 
A better tactic is to capture as much ammo as 
possible during missions. 


WEAPON ACCURACY 

1) Though it's always reassuring to be carry¬ 
ing a second device (ie a primed proximity 
mine or a sharp pointy stick) it will reduce 
your accuracy by 20% if you're using what is 
graded as a two-handed weapon. 

2) You can, however, compensate for this by 
kneeling before shooting (which only 
requires 4TUs) which will improve your accu¬ 
racy by 10%. 


ARMOUR 


1) It's very important to start research on 
Personal Armour as soon as you possibly can, 
and for this you'll need Alien Alloy. 

2) Once researched, get your engineers busy 
churning suits out for everyone as soon as 
possible (supplies permitting), as this cuts 
down those 'one hit wonder' rookie events. 

3) If you now perform some research on a 
UFO Power Source, you can manufacture 
Power Suits. 

4) Finally, by finishing a hovertank, you 
should be able to get cracking with Flying 
Suits. NOTE: The Power Suit actually works 
out to be the most efficient armour, because 
the Flying Suit uses up lots of Elerium-115. 
As such, the Flying Suits should only be 
given to scouts, or soldiers tasked to flush 
aliens out of multilevelled buildings. 



PROFIT THROUGH 
MANUFACTURING 

1) There's a fair old bit of dosh to be made 
from manufacturing items that can actually 
be sold for more than their production costs. 
You can experiment to find which items you 
prefer to peddle, but as far as the profit to 
cost ratio works out, the Fusion Ball 
Launcher comes out as winner — just above 


TRICKS OF THE TRADE.. 

1) As mentioned previously, by sacking your 
scientists and engineers before the end of 
the month, you can actually avoid paying 
their salaries. 

2) There is, however, a more efficient way of 
doing this, and it involves having two bases 
set up in pretty much an identical way. The 
most important factor here, is that both 
bases must have enough living space to take 
the other base's staff - because that's what 
you're going to do. Yes, in the last moments 
of the last day of the month, transfer all of 
your scientists and/or engineers to 'BASE A' 
and similarly transfer all staff from 'BASE A' 
to 'BASE B'. This means that when the end 
of the month comes, neither of your bases 
will register as having the staff in question 
(who, as long as you've timed it right, will be 
in transit between the bases). This is an 
extremely worthwhile venture as, even if you 
only had fifty scientists on each base, at 
$60,000 a go (for both bases) you're saving 
$6 Million! 



Each mission should start 


\WITH YOUR SOL¬ 
DIERS SPREAD EVENLY ACROSS THE LANDSCAPE. 

This way, any approaching aliens are seen. 



It may look like a shock absorber , 


BABY PACKS A MIGHTY PUNCH WHEN RIGGED-UP TO 
YOUR OFFENSIVE CRAFT. 


CRAFT WEAPONRY 

1) Without a doubt, the Plasma Beam is the 
best weapon to equip your craft with. With 
a range of 52km and 100 shots at a possible 
seventy damage per shot, this gun can out¬ 
distance all but the battle ships. 

2) Though you might argue that the Fusion 
Ball Launcher can cause more damage per 
shot, you can only have two shots for each 
launcher (so there!) 

4) If you're attacking very large UFOs with 
interceptors, you'll most definitely need a 
number of craft attacking at once, all armed 
with Plasma Beam and/or Avalanche 
weaponry. Even with this set-up, you can 
still expect heavy losses as even a single hit 
from an alien battleship will cripple an 
Interceptor at the very least. 

5) If you want to attack battleships without 
risking everything, only use Firestorms and 
Avengers with twin plasma beams. However, 
you can still expect to take some serious 
damage (a possible 20% to 60% per hit), so 
you might prefer to let them land and then 
attack them on the ground. 


SOLDIER SOLDIER 

1) Now I realise that this is a pretty immoral 
bit of advice, but by recruiting tons of rook¬ 
ies, you can select the ones with good 
strength, reactions, morale, and shooting 
accuracy, and then use any weaklings as 
scout fodder (ie wandering through busy 
alien territory with only a stun rod and some 
brown trousers). If they survive, hurrah. If 
they die, never mind — next! 

2) Rookies also make good grenade users as 
their inaccuracy isn't quite so important 
with these area weapons. 

MOTION SCANNERS 

1) Though it's a bit of a pain carrying these 
around, they are excellent for checking 
around corners and behind doors. Use these 
before entering buildings as the aliens very 
rarely stay completely still between rounds. 































INVISIBLE ALIENS? 

1) During BattleScape sections, players often 
report being fired upon by seemingly invisi¬ 
ble aliens. Aha, what you've encountered is 
Paul McKenna's Mysterious World of 
'remembering aliens'. Basically, depending 
on the difficulty level, aliens can remember 
where you are from sightings on previous 
turns and then retreat into hiding, later firing 
on your known position from out of range. 
The number of following turns that they can 
do this depends on the difficulty level you 
have selected. 

2) It's also worth remembering that aliens 
don't close doors behind them, so watch for 
movement at farm houses. 
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PSI COMBAT 

1) To gain access to psionic powers you must 
first capture a live Sectoid leader, a Sectoid 
Commander, or any Ethereal. By carrying out 
successful research on them, you can then 
build psi labs and send your soldiers in to be 
assessed and trained. All being well and 
groovy, you should then be able to use your 
psi powers in combat with psi amps. 

2) If you put an alien under mind control and 
then stun them, they will not count as being 
captured come the end of a mission. If you're 
trying to stun aliens with smoke, a better 
tactic is to use mind control to keep the alien 
in the smoke until it passed out. 

3) To get more ammo, mind control an alien 
and either get it to throw all of its weapons 
to you, or drop everything on the ground! 

4) Panic actually has a better chance of suc¬ 
cess than mind control. 

5) Psi strength is ultimately more important 
than psi skill, as it determines a soldier's 
resistance to psi attacks as well as their 
potential for training. 

6) If during the course of a battle a soldier is 
mind-controlled more than once (and still 
survives the scenario) it's best to sack that 
person immediately after the mission as they 
probably have a low bravery and/or low psi 
strength rating. 




HEAVY WEAPONS 

1) As well as being a high-damage weapon, 
the Heavy Plasma can also punch through the 
inner walls of UFOs when auto-fired a couple 
times - which is damned useful for mounting 
pincer attacks. 

2) The Blaster launcher is one of the best 
weapons available in the game. Although the 
weapon and ammo is expensive, it's incredi¬ 
bly useful — especially as you can fire at 
things in any direction. Using this weapon 
it's possible to make the projectile turn cor¬ 
ners, go up and down stairs, flatten entire 
barns, and even blow holes in UFOs' outer 
hulls. Each soldier can carry a maximum of 
five reloads for this weapon. 
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AUTO-SHOOTING 

1) A bit of jumbled mathematics reveals that, 
if you have the ammo to spare, using auto¬ 
shots is a worthwhile activity. Though it's 
less accurate than a snap shot, the fact that 
it's only just less accurate - coupled with the 
fact that you get three shots from auto — 
means that those good of laws of probability 
(along with the fact that each auto shot is 
calculated independently) allow you to actu¬ 
ally end up with better odds of getting a hit. 

2) The Auto Cannon is probably the most 
effective weapon to start the game with, 
thanks to its auto mode, the three types of 
ammo available, and a chunky 14 shot maga¬ 
zine. The only bummer is that it's nearly 
twice the weight of the Heavy Plasma! 


STUNNING 

1) If you don't have stun weapons, you can 
keep dumping smoke grenades on them until 
they drop - something especially good to 
do if you have Power or Flying suits (they're 
immune to smoke, ya see). 

2) Though the stunning weapons have an 
obvious use in capturing aliens, they can also 
be used to bugger up Chrysalids at Terror 
Sites. Though these sods enjoy turning civil¬ 
ians into zombies, if you can get to the inno¬ 
cent folks first you can stun them, making 
them useless to the Chrysalids. The only pos¬ 
sible problem with this tactic is that the civil¬ 
ians often wake up 'Mad'. 
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ENGAGING ALIENS 

1) Chrysalids, Reapers, Silacoids, and 
Zombies are all limited to hand-to-hand com¬ 
bat. If you possess a flying suit, take to the 
skies and shoot them from here (cheesy tac¬ 
tic though it may be). 

2) It's also worth remembering that, when 
fighting Reapers, they can't attack through 
single-wide doors as they themselves take up 
double width. 

3) When at a terror site, try to kill Chrysalids 
as soon as you possibly can otherwise you'll 
have tons of Zombies to deal with as well. 
NOTE: Kill Chrysalids even if it means taking 
the penalty for killing civilians along the way. 
If you have to, just use rockets, blaster 
bombs and grenades as much as it takes. 

4) If you're really concerned about the 
Chrysalids, get all your soldiers to carry 
around primed proximity grenades. This way, 
if your soldier does get turned into a zombie, 
the first thing he'll do will be to drop all of 
his equipment, at which point the grenade 
should blow and end a sizeable amount of 
your zombie problems. 

































Surprisingly role-playing games aren't all sword¬ 
swinging, stats and dice-rolling, as PlayStation Plus 
discovered when it stepped into the once anorak-y 
realm of digital Dungeons and Dragons. 

he stereotypical image of the playing remains. Shadow of the Homed Rat is the first-born of 

average role-player is that of But, hopefully, not for much longer. With the collaboration between Games Workshop 

a sad, bespectacled geek with the PlayStation reinventing video gaming as a and Mindscape, and is just a promising 

greasy hair, spots and a pen- cool pastime, surely Sony's 32bit super con- glimpse of what to expect in the future, 

chant for cagoules two sizes sole will do the same for table-top gaming Other software companies are gearing up to 

too small. They are devoid of when the tidal wave of RPGs wash onto the the role-playing revolution, with Acclaim 

any social life whatsoever, can reel off every market over the next few months. joining the fray with Magic: The Gathering 

microscopic physical difference between ores The role-playing assault is being lead by and past masters of the console RPG, 

and goblins and carry a stash of 6, 8,12 and Games Workshop, the Nottingham giants Squaresoft, making their bid from Japan. 

20-sided dice in the pocket of their well- who have gradually built up a gaming empire With this much interest in what is still consid- 

worn corduroys. In reality we all know this across the globe and now dominate the mar- ered a socially unhealthy leisure interest, will 

archetypal effigy is, of course, far from the ket with its extensive selection of role-play- the myth surrounding the role-playing game 

truth, but still the stigma attached to role- ing, table-top and board games. Warhammer: at last be shattered? 









ames Workshop has cer- 
f tainly grown since the 

ylj ? company was formed 
over ten years ago. 
Blossoming from a tiny factory 
that manufactured lead minia¬ 
tures in the heart of Notting¬ 
hamshire, Games Workshop now 
dominates the role-playing sec¬ 
tor with its extensive range of 
table-top and board games. 

These are complemented by the 
thousands of Citadel Miniature 
figures specifi- 

designed . 

games, 

sold in f * y m 

over a ' *** W 

hundred Jw 

Games 

Workshop stores throughout 
Europe and America. But not 
content with commanding the 
hobbyist market. Games 
Workshop is now branching out 
into video games with the help 
of Mindscape. 

Warhammer: Shadow of the 
Horned Rat is the first game to 
emerge from the collaboration 
between Games Workshop and 
Mindscape, a deal which arose 
after Mindscape's in-house 
development team approached 
the table-top gaming giants with 
the idea of converting 
Warhammer Fantasy Battle to the 
PC. As it happens, Mindscape 
was fortunate enough to sign up 
the entire Games Workshop cat¬ 
alogue (except Space Hulk, which 
was already licensed to 


©1995 Games Workshop 


Electronic Arts), including the 
rights to publish video game 
conversions of Warhammer 
40,000 and the new board game, 
Warhammer Quest. 

Mindscape's development 
team, lead by programmer Jeff 
Gamon, worked closely with 
Games Workshop to ensure 
Warhammer: Shadow of the 
Horned Rat remained faithful to 


the Warhammer world and the 
table-top game. But, as 
Electronic Arts discovered when 
it snapped up Space Hulk, Games 
Workshop was surprisingly pro¬ 
tective over its baby. Gamon 
explains. "They were pretty 
relaxed as far as programming 
goes but they were very strict 
about the visual look. It was the 
artists who suffered more." 


Thankfully there was more than 
enough reference material to 
base the graphics on, according 
to Gamon. "They basically 
opened up their archives and 
said 'take what you want', which 
was fantastic". Fantastic, maybe, 
but still Games Workshop had to 
approve each individual charac¬ 
ters, each sprite... basically each 
graphic in the game. 


MISSION ONE: PROTECT^ SCHNAPPLEBURG _ 

The first mission you'll undertake as Captain the north while your army is set up on the southern 

Bernhardt is to protect the village of outskirts of the settlement. We join the scene just 

Schnappleburg from invading goblins. The green- before the battle, as the warlord Bernhardt pre- 


Likewise, the plot had to be 
passed by the Nottingham 
gamesters. Fans of Warhammer 
will know it's more than just a 
table-top game, it's an entire 
world complete with characters 


skins are approaching the village somewhere from pares to go to war... 
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Having selected his troops from the starting 
unit roster. Captain Bernhardt deploys them 
before the battle begins. Each unit must be 
placed within the area marked by white 
flags, and obviously taking advantage of 
cover is essential. 


Bernhardt commands a unit of 
Grudgebringer Cavalry, a dozen highly- 
skilled soldiers riding on warhorses. He is 
joined by a regiment of 16 foot troops carry¬ 
ing swords. The battle begins as the Empire 
force trudges off in search of the enemy. 


The Grudgebringers gallop ahead to scout 
out the area in front. Within seconds they 
discover that a unit of goblins is lurking on 
the edge of a forest. The group is relatively 
small, so the chances are there are more 
greenskins nearby. 











JOINING THE FRAY 


While Mindscape UK is busy adding the finishing touches to 
Warhammer: Shadow of the Horned Rat, the American division of the 
company is currently working on a video game conversion of the sci¬ 
ence-fiction epic, Warhammer40,000. Although the table-top game 
is essentially a futuristic version of Fantasy Battle, the computer 
game will be a Doom-style 3D blaster in which the player suits up 
inside bulky Terminator armour and blasts the crap out of, urn, 
everything. Seriously though, Warhammer 40,000 will be more of a 
structured blast rather than an all-out gore-fest, but don't expect to 
see anything on this beast until the Autumn. 

Even further away is Warhammer Quest, an arcade extravaganza 
based on the board game of the same name. As yet Mindscape is 
only toying with the idea of converting the game, so when (and if) it 
is eventually released, nothing will be seen until Christmas 1997! 

In the meantime Electronic Arts is planning to release Space Hulk 
on the PlayStation. Based on the excellent Games Workshop board 
game. Space Hulk promises to recreate the tense, exciting atmos¬ 
phere of the original, as heavily-equipped Space Marines fight it out 
with Alien-e sque Genestealers aboard drifting space wrecks. Jam- 
packed with gorgeous graphics and some seriously cool cutscenes. 
Space Hulk is scheduled to surface in the summer. Look out for a full 
preview in the next issue of PlayStation Plus. 


that exist in novels as well as the 
games. Therefore Jeff Gamon 
and his colleagues had to 
be very carefully when 
sketching out the sto¬ 
ryline for the game. 

"When it came to sto¬ 
ryline and plot. Games 
Workshop were like, 

'Well, dwarves wouldn't 
do that, dwarves wouldn't 
speak like that, elves don't do 
that, you can't have her doing 
that and you can't kill him', so it 
took us months to nail the plot 
down.'' So what was the most 
time-consuming aspect of the 
project? "In terms of single 
tasks, it was probably just writ¬ 
ing the actual plot because it 
was constantly pushed back¬ 
wards and forwards." 

When the storyline was even¬ 
tually finalised the coders could 
then sink their teeth into the 
game itself. The prospect of con¬ 
verting one of the most popular 
table-top games to the home 
computer was certainly very 
daunting, the team ultimately 
opting for a 3D-isometric 
wargame fought across true 3D 
battlefields. Then, of course, 
every rule and regulation in the 
Warhammer table-top game had 


to be implemented, a difficult 
hurdle that wasn't really that 
feasible. "The hardest bit 
of developing the game 
was ignoring the rule 
book", Gamon 
admits. "We started 
off going 'Let's do 
Warhammer, we all 
love Warhammer' , and 
looked at the rule book 
and thought 'we can use this 
algorithm to this, and this algo¬ 
rithm to do that'. I did start off 
implementing the rules to the 
letter, but eventually ended up 
throwing loads of code away 
because it was a bit boring. 

What we ended up with was 
something that really chugged 
around, with units marching 
around really slowly. It was so 
tedious." So how was this prob¬ 
lem overcome? "Basically we 
threw all that to the wind and 
said 'We can implement the 
rules, but above all it's got to 
play well'." 

Still, most elements of the 
table-top game remain, includ¬ 
ing the entire combat system, 
the various magic spells, the dif¬ 
ferent creatures... as much as 
they could physically cram in 
without affecting the speed at 




which the game runs. 

Incidentally, one of the criti¬ 
cisms aimed at the PC game was 
that it was too slow. How does 
the PlayStation game fare in 
comparison? "It runs faster on 
the PlayStation than it does on 
the fastest PC." Impressive, con¬ 
sidering a decent PC will set you 
back over £1500 while a 
PlayStation can be picked up for 
under £300. 

Jeff, along with a handful of 
other coders and artists, started 
work on the PlayStation version 
of Warhammer just a few months 
ago. To their surprise the conver¬ 
sion was a much tougher task 
than they originally planned. 
"Initially we were going to take 
the PC version and just plonk it 
onto the PlayStation, but decid¬ 
ed that basically it would be 
crap. It would just be loads of 
stats and stuff, and would be too 
slow." Instead they decided to 
take the more difficult route - 
go back to the drawing board 
and start afresh. "Essentially the 
only code that was taken from 
the PC and put onto the 
PlayStation was the battle 
engine, the Al to control every¬ 
thing. Everything else was com¬ 
pletely written from scratch 
because the original Windows 
code just wouldn't work on the 
PlayStation. We did attempt to 
write Windows simulation soft¬ 
ware but eventually we 
scratched that idea." 

After a lot of sweat and toil, 
the project is now on schedule. 


"We've got the back of it bro¬ 
ken. We've got one battle up 
and running and some of the 
sound is in. So, hopefully, now 
it's just a conversion process to 
convert all the battle data." 
Mmmm, he makes it sound so 
easy. All going well, PlayStation 
Warhammer: Shadow of the 
Horned Rat will appear in June. 


CHOOSE YOUR 
PATH WISELY 

As the game progresses 
Bernhardt must decide which 
missions to undertake. While 
most draw him nearer to his 
ultimate goal, many are one- 
off tasks that, if completed 
successfully, can be incredibly 
rewarding. Accepting these 
battles is Bernhardt's main 
source of gaining recruits, so 
they're well worth suffering 
minor casualties for. 




Bellowing his war cry. Captain Bernhardt 
closes in on the goblin grunts. While the 
human foot soldiers slowly advance, a regi¬ 
ment of goblin wolf riders run into view. 
Bernhardt is surprised by the wolf riders but 
decides to continue his attack. 


Bernhardt issues the order to charge. 
Drawing their swords, the cavalry pick up 
speed and gallop into hand-to-hand combat. 
The goblins, facing an enemy more skilled 
and better equipped than themselves, fight 
briefly but quickly retreat... 


But immediately the wolf riders arrives, rally¬ 
ing the fleeing troops. The Imperial swords¬ 
men charge into the fight, and above the 
clash of steel on steel and the screaming war 
cries, the gurgle of skewered goblin faintly 
echoes across the battlefield. 
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CREATURE 

COMPORTS 


Warhammer: Shadow of the 
Horned Rat features a vast major¬ 
ity of the different races and 
creatures that inhabit the 
Warhammer universe. Players 
control an Imperial army which 
mainly consists of human foot 
troops, although these are often 
backed up by cavalry and 
artillery such as cannons and 
organ guns. Additionally the ser¬ 
vices of dwarves, elves and the 
excellent treemen can be called 
into the fray. 

The enemy is mostly made up 
from vicious ores and goblins, 
which may be weaker than their 
human opponents but attack in 
greater numbers. They too are 
supported by artillery, and can 
also hire allies to aid their plight. 
Lumbering ogres and gigantic 
wyverns appear later in the 
game, as do swarms of ravenous 
Sloven - man-size ratmen that 
have harnessed the power of raw 
evil itself, Warpstone. 



Statistics 


Movement (M) 0 

Weapon Skill (WS) 3 

Ballistic Skill (BS) 7 

Strength (S) 4 

Toughness (T) 6 

Wounds (W) 7 

Initiative (I) ? 

Attacks (A) 4 

Leadership (Id) 8 


Movement (M) 0 

Weapon Skill (WS) 3 

Ballistic Skill (BS) 7 

Strervath (S) 4 

Toughness (T) 6 

WoUnds (W) 7 

Initiative (I) 7 

Attacks (A) 4 

Leadership (Ld) 8 


Statistics 


Movement (M) 0 

Weapon Skill (WS) 3 

Balli/tic Skill (BS) 7 


WoUnds 

Initiative 

Attacks 

Leadership 


Movement (M) 0 

Weapon Skill (WS) 3 

Ballistic Skill (BS) 7 


Iru^gebringer 


Wounds 

Initiative 

Attacks 


PLAYSTATION 
GETS SQUARE 

Having achieved enormous suc¬ 
cess on the Super Nintendo 
with its Final Fantasy RPG 
series, premier Japanese devel¬ 
oper Squaresoft has shocked 
the video gaming industry by 
announcing it will no longer be 
supporting the Nintendo 64. 
The developer, which was one 
of the first to join the Nintendo 
64's 'Dream Team', will instead 
be producing Final Fantasy VII 
for the PlayStation. 

Dismissing the 64bit 
Nintendo machine because of 
the limitations of its cartridge 
system, Squaresoft is hoping to 
release Final Fantasy VII around 
Christmas, but as you can see 
from these screenshots, work is 
very much underway. Even at 
this early stage the game looks 
outstanding, with smart 3D 
polygon graphics replacing the 
old top-down view. Unsurpris¬ 
ingly the game will use the 
PlayStation's light-sourcing 
capabilities to great effect, but 
more impressive are the 
Gouraud-shaded characters 
that are similar in style to the 
fighters in Toshinden\ But don't 
take our word for it, feast your 
eyes on these awesome screen- 
shots! Without a doubt. Final 
Fantasy VII is going to be huge. 



WARHAMMER 2 


Hang on a minute, Warhammer 2? 
It's true. Even though 
Warhammer: Shadow of the 
Horned Rat is only just about to 
appear on the PlayStation, 
Mindscape has already started 
work on the sequel. While the 
game is not due to appear until 
mid 1997, Mindscape reveals 
that it will remain faithful to the 
original, using a more advanced 
hybrid of the 3D game engine 
that will be capable of handling 
larger battles much faster. The 
game will also introduce a 


greater element of role-playing, 
with players interacting with 
other computer-controlled char¬ 
acters in the Warhammer world. 

Although gamers are again 
cast as Imperial Commander 
Bernhardt, the battle is no 
longer against blood-thirsty ores 
from the Badlands. Instead the 
threat comes from a formidable 
undead army of skeletons, vam¬ 
pires and mummies, with 
Bernhardt's quest to save 
Bretonnia dragging him to the 
faresr corners of the mythical 
Warhammer world. 

Warhammer 2 will obviously 


THE ONE AND ONLY 
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Rather than simply convert the PC version of 
Warhammer to the PlayStation, Mindscape 
has in fact drawn upon the criticisms aimed 
at the original game and has made minor 
alterations accordingly. For starters, the 
PlayStation instalment of Warhammer: 
Shadow of the Horned Rat will be easier to 
play than its PC counterpart, and therefore 
won't be as inaccessible. This will make the 
game more appealing to gamers unfamiliar 
with the Warhammer world, a definite bonus 
from everyone's point of view. 

Mindscape has also changed to the game 
interface to make it more compatible with 
the joypad. As a result, commanding an army 
is just as quick and easy with the joypad as it 
is with a mouse, which incidentally will also 


be supported by the game. 

But it's the game's presentation that has 
been revamped the most. Unsurprisingly 
greater use of colour and lighting make 


Warhammer look visually much more dynam¬ 
ic, and thanks to the machine's processing 
power the game moves much faster on the 
PlayStation - even in full-screen mode! 






























One of the features unique to the 


Mindscape used the PlayStation's light- 


The came interface has been chanced to 


feature a load more stunning cin¬ 
ematic sequences (trust us, 
we've seen the storyboards and 
there are tons'.) but the most 
exciting feature of the sequel 
will be the link-up option. This 


will allow two players to battle 
it out head-to-head, so fans of 
the table-top game will at last be 
able to play a decent game of 
Warhammer without painting 
hundreds of tiny miniatures! 


PlayStation Warhammer is the ability to 

PLAY THE CAME FULL-SCREEN. SURPRISINGLY 
CAME SPEED IS REMAINS RESPECTABLE. 


SOURCING CAPABILITIES TO GREAT EFFECTj MAK¬ 
ING THE DETAILED LANDSCAPES LOOK DRAMATIC 
AND ATMOSPHERIC. 


COUNTER THE CLUMSINESS OFFERED BY THE JOY- 

PAD. Even better, Sony's PlayStation mouse 

IS ALSO SUPPORTED. 


AT YOUR SERVICE 


In between battles 
Captain Bernhardt rests in 
the caravan of Dietrich 
Von Schweitzer. He is the 
captain's loyal paymaster 
and is extremely knowl¬ 
edgeable, both on the 
troops in his ranks and also 
the myriad of creatures 
that inhabit the Warham¬ 
mer \noM. Additionally 
he'll offer valuable infor¬ 
mation on forthcoming 
conflicts, providing he's 
tempted with a little gold. 






































Tolkien 

THE LORD 
OF THE RINGS 

W THmUOWSHlP ^ 
OFTHR RING 


*: +1+1 until end of turn 

“There arc some qualities, some 
incorporate things, t That hate a 
double life, which thus is made A 
type of twin entity which springs 
Front matter and light . evinced in 
solul and shade." 

— F.ilgar Allan /to, “ Silence" 


Target creature gets 
+X +0 until end of turn 


Summon Ogrt 




YOUGOTTA 


MESS®? 


ESSENTIAL READING 


MAGIC: THE 
GATHERING^ 

Collectable card games have 
become tremendously popular 
since game designer Richard 
Garfield kicked off the trend just 
over two years ago with Magic: 
The Gathering. Love or hate 
them, collectable card games are 
fast becoming as popular as 
established RPGs lik eAD&D. 
Now, after selling over a billion 
cards worldwide, Magic : The 
Gathering is branching out onto 
PlayStation. 

Although MicroProse snapped 
up the rights to publish a 
conversion of the game on , 

PC CD-ROM, Acclaim is the 
publisher that's set to 
unleash the phenomenon later 
on in the year. The PlayStation 
game will be based on an arcade 
coin-op which is also being 
coded by Acclaim, and is said to 
"be a fantasy adventure based 
on the characters rather than a 
straight conversion of the card 
game.” Further details are 
sketchy, although fans of the 
original card game should be 
more than satisfied with the 
result video game promises to 
faithfully recreate the world and 
the characters therein. 


There are literally thousands of fantasy and sci¬ 
ence fiction novels to wade through, although 
nothing can compare to JRR Tolkien's quintessen¬ 
tial The Lord of the Rings (Harper Collins, £35). 
Chronicling the perilous journey of Shire Hobbit 
Frodo Baggins and his trusted companions as 
they venture across Middle-earth to the Cracks of 
Doom, this is one book that should everyone 
should own. Another essential read is The Hobbit 
(Harper Collins, £5.99), also penned by JRR 
Tolkien. Set before The Lord of the Rings , The 
Hobbit focuses on Bilbo Baggins' quest to recov¬ 
er untold dwarven treasures from the nesting 
place of the almighty dragon Smaug. Terry 
Pratchett's Discworld books (Corgi, £4.99 each) 
offer a more light-hearted approach to science 
fiction and fantasy, and of the dozen or so cur¬ 
rently available. The Colour of Magic, The Light 
Fantastic and Guards! Guards! are among the best. 


INTERPLAY SIGN AD&I) 


Around the time of the 
Electronic Entertainment Expo in 
Los Angeles last year Interplay 
signed up the licence to one of 
TSR's most lucrative role-playing 
games. Advanced Dungeons & 
Dragons. So far little has blos¬ 
somed from the deal, but 
Interplay currently has three 
AD&D titles in the pipeline. 

Blood and Magic is based on the 
Forgotten Realms world and is 
said to be a pretty straightfor¬ 
ward RPG. Dragon Dice , on the 
other hand, is the conversion of 
TSR's massively popular board 
game, and will apparently cap¬ 
ture all the fun and excitement 
of the original. Hmmm. Most 
exciting of all though is Descent 
into Undermountain , a brilliant 
first-person perspective role- 
player that is based on a hybrid 
of the Descent 3D engine. 
Although somewhat difficult to 
imagine, the game sees the play¬ 
er passing through a vast subter¬ 
ranean world plagued by ores 
and goblins, fighting off these 
beasts with sword-play and 
magic. Even in its early stages of 


development the game looks 
very impressive indeed, combin¬ 
ing the super-fast Descent 3D 
engine with atmospheric presen¬ 
tation and frantic gameplay. 
However, an exact release date 
for Descent into Undermountain 
on the PlayStation has yet to be 
confirmed, although a spokes¬ 
person for Interplay is confident 
it will surface in the Autumn. As 
for the other two, we'll just have 
to wait and see. 


Fans of Advanced Dungeons & Dragons may well 
have already seen the countless D&D novels lin¬ 
ing the shelves, from the many Forgotten Realms 
books to the excellent DragonLance Chronicles 
(Penguin, £4.99 each). Of the 50-odd 
DragonLance books already published, the 
Margaret Weis and Tracy Hickman originals are 
arguably the most compelling, although the oth¬ 
ers are well worth checking out for further read¬ 
ing. Other authors to look out for are Anne 
MacCaffrey and Michael Moorcock, famous for 
writing the brilliant Elric series. Additionally, 
Games Workshop publish various novels based on 
the Warhammer game world, from the futuristic 
Warhammer 40,000 stories to the more conven¬ 
tional Warhammer Fantasy Battle books. For infor¬ 
mation and updates on Warhammer table-top 
games and Citadel Miniatures, check out Games 
Workshop's monthly White Dwarf. 


The Ogre philos<fhcr Gnerdcl believed 
the purpose of life teas to bye as high 
on the food chain as possible. She 
refused to cat vegetarians, preferring 
to live entirely on creatures that preyed 
on si 


Summon Shade 


Take target creature 
from your graveyard and 
put it into your hand. 























puts the power in your hands 


• live longer, punch harder, run faster, jump higher 
• hundreds of built-in cheats ior the latest blockbusters (and the best of the rest) 
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A nother bundle of your thoughts, sug¬ 
gestions and comments, along with 
the latest in our popular FAQ selection. 
We're just too good to you! 

Send your views and comments to: 

Plus Points, 

PlayStation Plus, 

Priory Court, 

30-32 Farringdon Lane, 

London, 

EC1R3AU 


playstation@cix.compulink.co.uk 


you need to nip through the Red Door, just 
touch the tip of the first stepping stone and get 
back out before you sink. It takes a while (and 
many lost lives) before getting the hang of it, 
but it's far simpler than running that gauntlet of 
sinking rocks and hot lava. 


Darren Schliefke's letter in Issue Three asking 
about the pricing of PlayStation games was a 
legitimate and poignant query. It still hasn't 
been properly answered, by you or even the 
anonymous "True PlayStation Fan" in Issue Five. 
No one has said why games start at this magical 
£40 mark. Perhaps you don't know the answer. 
Mr T P Fan presumably doesn't and guess what - 
neither do I. Nor does Darren Schliefke, hence 
his original letter. 

Perhaps game producers might like to tell us, 
their public, just how much their games cost to 
make. I realise that there are a lot of elements 
that go to make up the game production 
process. When you look at a game like WipeOut 
you can see that a lot of work has been put into 
it, and I don't mind joining MR T P Fan in paying 
£45 for a game that exudes quality from every 
pore. But not every game has the same high pro¬ 
duction standards as WipeOut , Tekken or Ridge 
Racer. Not every game, as you also suggested in 
your reply to Darren's latter, has spiralling game 
development costs attached to them, due to the 
dozens of programmers working on a single pro¬ 
ject, or because of the length of time it takes to 
actually develop and program a game. Some 
I wonder if you can help me. I'm stuck orb Level games have been developed on other systems 

47 of Doom. The problem lies in the bottom right already, and are just waiting to be converted to 

hand 'Tower'. As you look at the 

Citadel, there seems to be no way out.- 

The map shows a switch on the door 
next to the large plinth. This makes 
the plinth go up and down and so you 
can stand opposite the sliding door. 

But how do you get to that door and 
get out. I'm sure the Red Key is behind 


I recently purchased Doom for my 'Station and 
noticed a fault in the game. 

When you have killed one of the many bad¬ 
dies, they usually fall backwards, with their legs 
facing you. I noticed that if you walk over him 
and turn around, you see that where his head 
should be, his legs are somehow there instead. 

Could you please tell me why Williams have 
done it this way? 

Steven Mitchell, Kilmarnock 


You don't get out much, do you? 


it. 

Pete Chisholm, Northants 


I, too, have been plagued by this. It 
would seem that the very last thing 
you need to do on this level is go for 
the Megasphere that operates the 
teleport to take you into this enclosed 
area. Ensure you have switched every 
switch possible on the rest of this 
level, because one of them (I don't 
know which, but I've done it so it does 
work) operates those hidden switch¬ 
es. Apart from the one which triggers 
the plinth, another operates another 
plinth directly in front of the sliding 
door. You need to jump from one to 
the other when they're both raised 
and the Red Key is, as you rightly 
guessed, inside. 


I've been reading your magazine from Issue 
Three and I just have to congratulate you on 
making such a brilliant magazine. So, I was won¬ 
dering if, please oh please, you would answer my 
unworthy questions? 

1) Will you ever show a complete player's guide 
to Tekken with all the moves? Co on, just for me? 

2) Are the games for the PlayStation going to be 
particularly more expensive in the run up to next 
Christmas? 

3) The front cover of Tekken shows all the 
playable characters and one green bloke at the 
bottom. Who is he? Is he a secret character? 

How can I get him? 

4) Can I have a free copy of Street Fighter 
Alpha ? 

Darren Andrews, Surrey 


What do you have to do to escape 
Level 38 of Doom. I keep falling down 
when I get towards the exit. 

Steve Whitehead, London 


Another tricky one. There are two 
concealed teleports in the chamber 
next to the Yellow Door - the one 
with the Plasma Gun and Caco- 
demons. The teleport on the right 
(facing into the chamber from the 
door) takes you behind the Yellow 
Door. The one on the left takes you 
directly to the exit. However, to trig 
gerthe sliding panel that reveals it. 


1) No. 

2) No. 

3) Power Jack. No. Yes, if you're clever. 

4) No. Cheeky git. Next... 
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he 'Station. Worms, Doom, X-Com: Enemy 
Inknown, Alone in the Dark 2 and MKIII are a few 
itles that spring to mind. 

As an example, let's have a look at Worms. The 
nly thing in common with WipeOut is that it's a 
layable and enjoyable game. However, even if I 
tretched my imagination to its furthest limits, 
d be hard pressed to believe that as much time 
/as spent in any programming department 
graphics, sound etc) on Worms as it as on 
VipeOut. So if Wipe Outweighs in at £45, then 
/hat justifies Worms at £40? It looks to be a 
traight Amiga conversion to me. 

WipeOut also looks as though it uses plenty of 
he fabled PlayStation power when it's blasting 
iut its tunes, special effects and throwing 
raphics all over the place at breakneck speed, 
/hereas Worms looks as though it wouldn't 
lake a Commodore 64 break into a sweat. 

The same goes for Doom. I played it on the PC 
nd despite the odd graphical change, it's essen- 
ially the same program. Okay, so I know full 
/ell that there are physical differences between 
iow a PC and PlayStation work, but as Doom was 
Iready a reality, it must have made the Play- 
itation version easier to program. It's all a bit 
ke building a model. If you've got the instruc- 
ions and know where the pieces fit, then you'll 
»e able to make it quicker than someone who 
lasn't. A simple analogy. I'll admit, but surely 
rue to a certain degree. If having a previously 
irogrammed version of a game to use as a refer¬ 
ence point doesn't make a difference to devel- 
ipment costs and programming times, then I'll 
>at my hat! 

I bought both Worms (£40) and Doom (£45) 
nd, despite Doom being far too short and easy. 
I've enjoyed playing both 

I games. I'll still be playing 
Worms this time next year, 
so I've no complaints on 
the lastability side of 
things. It's just that a 
game like that, which 
doesn't use much of the 
'Station's power, can sure¬ 
ly only boast lastability 
and playability as its main 
selling-point. There aren't 
any technological break¬ 
throughs in Worms, so I 
think it should have aimed 
at a price breakthrough. 
There are plenty of games 
that this rule could, and 
should, apply to. 

Therefore I believe that 
it's up to the software 
producers to realise this, 
and apply it! 

I think this raises a few 
points that those people 
in the software industry 
may like to reply to. 

Should anyone prove to 
me that £40 is the only 
economically viable start¬ 
ing price a game can be 
sold at, then I'll accept it. I 
buy the games I like irre¬ 
spective of price anyway, 
so I'm not exactly motivat¬ 
ed by greed, but I have to 
say there are some games 
that cost £40 that I would¬ 
n't buy - but then again, I 
might reconsider if they 
were only £30. 

Tim Kemp, Norfolk 
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Okay, the challenge is made. Any softco produc¬ 
ers care to comment? 


IN DEFENCE OF 
PLATFORMS 

How come everyone on PlayStation Plus hates 
platform games? I quote part of Matt's Johnny 
Bazookatone (60%) review. 

"Every game deserves a chance, and just 
because this is a platform doesn't mean Johnny 
won't be fun." 

You might just as well substitute the word 
Johnny for any platform game reviewed so far. 
Rayman (59%), Hermie Hopperhead (38%) or 
Mickey's Wild Adventure (66%). 

Have all the PlayStation platformers been crap 
or do they all have to look/play like the excellent 
Jumping Flash (89%)? 

To satisfy my platform addiction, I suggest 
you send the above mentioned games to some¬ 
one who will appreciate them. Me! 

Your previews of 1996's releases doesn't look 
like it will satisfy my cravings, either. 

David Varley, Berkshire 

Matt Broughton does more moaning than a porn 
star. What happened to objectivity? Just 
because a game belongs to a certain genre, is it 
okay to give it a crap mark. Rayman and Johnny 
Bazookatone were designed with the philosophy 
that if it ain't broke, don't fix it. Both platform 
games I mention were deprived of a fair trial 
because of Matt's prejudices. Matt says "aged 
platform japery is nothing new" - oh, and Street 
Fighter Alpha is?!? Matt's reviewing policy is fun¬ 
damentally flawed, and sadly many kids who 
read your mag won't pick up on what total crap 
his reviews are! 

Nate Hassassim, Don't Know Where 

Hi. Matt here. Now listen, I don't hate platform 
games as a genre (if fact some of my favourite 
games ever have been platformers). 

What you have to remember is that one man's 
poison is another man's cup of tea - or some¬ 
thing. I'm quite genuinely happy if people man¬ 
age to find enjoyment in a game that I just didn't 
click with. It's not a new thing you know; there 
are dozens of instances I can recall where I've 
enjoyed a game that got thoroughly crucified in 
the mags. The whole reason we do second com¬ 
ments in reviews is that, while for instance Steve 
might rave over FIFA '96 ,1 personally don't like 
it at all. 

Only you know what sort of game you like. At 
the end of the day we can only state our. opin¬ 
ions. I've nothing against people producing old 
format games, just as long as they're well made. 
Also worth mentioning is that we've had more 
people slagging off the aforementioned plat¬ 
form games than standing up for them. And 
finally, I didn't even review Raymanl 



The most frequently asked questions 
of this month are once again met with 
straight answers. 



With StreetFighter Alpha finally 
going into production, things are 
less smooth on the Darkstalkers 
front. While the Saturn code is 
complete. Virgin is less than 
pleased with the quality of the 
Sony code, and it has been sent 
over to Japan for a reworking, with 
its release date now delayed until 
June at the least. 



The game in question is a conver¬ 
sion of Imagineer's Player Manager 
from the Amiga and Super NES, but 
UBI Soft were jumping the gun 
when they announced they had the 
rights to release it on the Play¬ 
Station. In fact, Imagineer (who are 
handling the conversion them¬ 
selves) have sold the game to 
Virgin, but it has yet to appear on 
their release list. According to 
Imagineer, though. Player Manager 
is a massive improvement over the 
original code, with the arcade 
sequence vastly superior to the 
16bit versions' tiny sprites. 



Sony is remaining tight-lipped 
about their add-on plans for the 
PlayStation, and still refuse to com 
ment on plans for an MPEG adap¬ 
tor. The PlayStation does feature a 
suitable port, however, leading us 
to believe the card is still, well, on 
the cards. According to Sony, sev¬ 
eral new peripherals will be 
launched at the E3 Expo in LA this 
May, so we'll keep you posted. 



Read our tips section this month. 
There we not only give out the 
password, but actually go to great 
lengths to show you the exact 
route (which spans two levels) to 
get there. 
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ISSUE 8: ON SALE MARCH 23RD 


PlayStation Plus is selling out fast, so reserve a copy of the ultimate guide to the PlayStation by handing the fol¬ 
lowing form into your local newsagent: 


Please reserve me a copy of PlayStation Plus: 

NAME: . 

ADDRESS: . 

POSTCODE:. 








ATTENTION! TRUE OK FUSE? 

Please answer the following TRUE FALSE 

M2 IS A MOTORWAY! O □ 

ULTRA IS A WASHING POWDER! QO 
JAGUAR IS A BIG BLACK PUSSY CAT! O O 
SATURN IS A PLANER OQ 

PLAYSTATION 1$ THE BEST GAMES 
CONSOLE IN THE UNIVERSE 


□ O 


ACCESSORIES 

J. SONY JOYPAD £24.99 

2. SONY MEMORY CARD £19.99 

3. SONY MOUSE £24.99 

4. SONY CARRY CASE £19.99 

5. SONY LINK LEAD £19.99 

6. SONY EURO SCART CABLE £34.99 

7. PDL AV SCART CABLE £19.99 

8. NEGCON PAD £44.99 

9. ASCII PAD £24.99 

10. ASCII JOYSTICK £49.99 

11. JOYPAD EXTENDER LEAD £7.99 

12. STEREO PHONO LEADS £4.99 

13. PHONO SCART CABLE £7.99 

14. RF UNIT FOR UK PSX £24.99 

15. ANTISTATIC MAT & CD CLEANER £4.99 


WE HAVE THEM IN STOCK 

Official UK 
Sony 

PlayStation 



$£*'>£ 279.99 


COMPUTER 

ENTERTAINMENT 


HERE IS JUST A SELECTION OF SOME OF THE GREAT TITLES AVAILABLE OTHER TITLES 


ACTUA SOCCER 

39.99 

MORTAL KOMBAT 3 

39.99 

TRUE PINBALL 

39.99 

ACTUA GOLF 

39.99 

TEKKEN 

39.99 

TILT 

39.99 

ALONE IN THE DARK 

39.99 

PANZER GENERAL 

39.99 

TWISTED METAL 

39.99 

CHESSMASTER 3D 

39.99 

PARADIOUS 

37.99 

WARHAWK 

39.99 

DESTRUCTION DERBY 

39.99 

PGA GOLF'96 

39.99 

WING COMMANDER 3 

44.99 

DISC WORLD 

39.99 

PRIMAL RAGE 

39.99 

WIPEOUT 

39.99 

DOOM 

36.99 

RAIDEN PROJECT 

37.99 

WORMS 

37.99 

EXTREME SPORTS 

39.99 

RAYMAN 

39.99 

WORLD CUP GOLF 

37.99 

ELEVENTH HOUR 

39.99 

RIDGE RACER 

37.99 

SAMPRAS EXTREME TENNIS 

39.99 

FIFA '96 

39.99 

RIDGE RACER REVOLUTION 

39.99 

BOXERS ROAD 

39.99 

GOAL STORM 

39.99 

ROAD RASH 

39.99 

TH UNDERHAWK 2 

39.99 

HI OCTANE 

39.99 

SHOCKWAVE ASSAULT 

39.99 

JOHNNY BAZOOKATONE 

39.99 

KRAZYIVAN 

39.99 

STARBLADE ALPHA 

39.99 

ONSIDE 

34.99 

LOADED 

39.99 

STRIKER '96 

39.99 

PROJECT OVERKILL 

39.99 

LONE SOLDIER 

34.99 

MICKEY MANIA 

39.99 

X-COM ENEMY UNKNOWN 

39.99 

MADDEN '96 

39.99 

VIEWPOINT 

39.99 

TOTAL NBA '96 

39.99 

MICRO MACHINES 3 

39.99 

ASSAULT RIGGS 

39.99 



NHL HOCKEY'96 

39.99 

THEME PARK 

39.99 



YKRY 

FREE STEREO PHONO LEADS with every game ordered • 


SPECIAL 

AV Scarf Cable ONLY £ 14.99 when purchased with game . 


OFFERS 

Joypad Extenders 2 for £9.99 





POWERSERVE TENNIS 
DESCENT 
ALIEN TRILOGY 
AGILE WARRIOR 
BATMAN FOREVER 
CASTLEVANIA 
C00LSP0T3 
CREATURE SHOCK 
DARK STALKERS 
DRAGONS LAIR II 
INCREDIBLE TOONS 
M0T0RT00N GP 
MYST 

NASCAR RACING 
RISE OF THE ROBOTS 2 
SHREDFEST 
SLAYER 

STREET FIGHTER 
ANIMATED 
SYNDICATE WARS 
WARHAMMER 
WATERWORLD 


X-MENCOFATOM 

ZOOP 

ZORK NEMESIS 
NBA IN THE ZONE 
SCOTTISH OPEN 
GOLF 3D 
TOY STORY 
ZERO DIVIDE 
CLAYFIGHTER 
T0HSHINDEN2 
RESIDENT EVIL 
ADIDAS POWER 
SOCCER 
CRITICOM 
NAMCO MUSEUM I 
AH-64D LONGBOW 
FADE TO BLACK 
TOP GUN 
DEFCON 5 
EARTHWORM JIM II 
NEED FOR SPEED 
INT CHAMP SOCCER 



MAIL ORDER DIRECT ON 

01442 279700 

217 LONDON ROAD • APSLEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE 


Cheques/Postal Orders payable to: 

Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 
Software and Accessories FREE 

10 TELEPHONE LINES 
Open 10 a.m.-7 p.m. 


m ffs* 
















BUM: MACHINEHEAD TRACK AND FIELD DEADLY SKIES PRIMAL RAGE 















































